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Introduction 


How’s this for a weird cast of characters? 


Vanna! and The Grim Reaper” 
Indy? and Willow Ufgood* 

Michael Chaos? and Chrissie Evert® 
Megagon’ and MagMax® 

Abzug? and Webigail!® 


This second volume of Ultimate Unauthorized Nintendo Game Strategies grows 
right out of the first, with detailed descriptions of the hottest current Nintendo 
games as well as peeks at some of the most exciting games now on their way to 
stores. 

In this book, you’ ll also find the first book chapters about the hottest new games 
for the Nintendo Game Boy. 

Buy this book before you spend $50 for a sealed plastic cartridge inside of a 
closed cardboard box. We'll help you make intelligent buying decisions. 

Buy this book if you already have some of the games we write about. We'll help 
you become a pro. 

Some of the games we worked with were nothing more than a computer chip 
stuck into a bare circuit board. Others were untranslated Japanese versions of 
games headed our way. We spoke to the designers and the marketers and the game 
experts all around the country. And then we added our own view of the world. 

We've included a special section that tells you how to build the Ultimate 
Nintendo system in your home. 


1Wheel of Fortune,” Monster Party, ? Indiana Jones and the Temple of Роот,“ Willow, 5 Dr. Chaos, 
6 Top Players’ Tennis, 7 Amagon, З МарМах, 9 Bases Loaded TI, ? DuckTales. 
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Let’s start with a definition of what this book is all about: 


It’s called Ultimate because we think you'll find that the information presented 
here is more complete and better organized and presented than you'll find any- 
where else. 

It's Unauthorized because this book is not sponsored, endorsed or in any way 
approved or disapproved by Nintendo of America or any of the companies whose 
products we have written about. This does not mean that we haven't gone to the 
manufacturers for inside information; it just means that we listened and made our 
own judgments before sitting down at the keyboard to write the book. 

We offer Game Strategies because we think players of Nintendo games want 
to earn their way to the end of the games. Some of the magazines hand you a 
step-by-step list of instructions on how to get from the opening screen to the end. 
If that's your idea of fun, perhaps you should change hobbies to knitting. 

And finally, this book is called Volume 2 because it is the second in the Game 
Mastery series from Bantam Books. Volume 1 hit the bookstores at the end of 
1989 and was an immediate hit; the games never stopped coming in, so we never 
stopped writing. 

You'll find lots of hints that aren't in the manuals; you'll find more than a few 
corrections of errors in the manuals. And, you'll also read about some of the hidden 
messages and notes within the games left by programmers. 

The real key to this book is our standard format for all of the games. We think 
this is the cure for the inconsistent and confusing manuals you'll find inside those 
sealed boxes. 

Some of the games in this book were not quite finished when we looked at them. 
We've noted in the chapters when we were working with preproduction games; 
some of the minor details of some of these games may change. 

In the book, you'll find our estimate of age groups for each game. This is not to 
say that some young players will not be interested in and quite capable at more 
advanced games; and also that some older players will not want to relax and play 
an easier game. There is fun to be had in nearly every Nintendo game on one level 
or another. 

We've also included a Difficulty Rating. This was a tough one to assign. There 
are some games that 6-year-old William Sandler can zip through while his dad 
can't get past the opening scene. Here are the categories: 


Novice. You're new around here, aren't you? We expect to see a lot of growth 
inthiscategory in coming years; right now, there are just a handful of games aimed 
at the very young. 

Apprentice. You're able to leap tall buildings on the second or third try. 

Hot Dog. What? 337 more Zizzer-Snagger Missiles? No problem! I've been 
there before . . . but, wait, wait... watch out? Aargh! 

Master of the Game. Turbo powered games for supercharged players. 

Inhuman. Where does the computer end and the player begin? These are the 
toughest of the tough. 
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It wasn't easy, but we've also divided the games into thirteen types: 


Aliens and Monsters. You'll meet all sorts of weird creatures 
here. Some of the games are silly fun, like *Monster Party." Others 
are darker and more threatening like “Dr. Chaos." And there are the 
almostindescribable weirdnesses of "Teenage Mutant Ninja Turtles" 
and *A Boy and His Blob." 


Amazing Quests. All these princesses waiting to be rescued! 
You'll journey with “Dragon Warrior," “Faxanadu,” “HydLide,” 
“King’s Knight,” “Amagon” and “Willow,” among others. 


Car Wars. Drive yourself crazy in “Super Sprint.” 


Travel far into the future with the teenaged hero “Astyanax.” 


Fun Learning. Young children can learn to read with Ernie, older 
players can challenge the “Chessmaster” or even examine their tarot 
card reading. Game Boy brainbusters include “Shanghai,” “Tetris” 
and “Boxxle.” From the world of the boob tube, we’ ve got five game 
shows. 


Game Boy. You'll find this special symbol to alert you to paks 
that will only work with Nintendo’s new Game Boy system. We’ve 
got in-depth reviews of the first eight games, including the return of 
Mario in “Super Mario Land”; the wonderfully wacky pinball game 
“Revenge of the ’Gator”; “Baseball” or Tennis" on the small screen, 
breaking down the walls with "Alleyway" and putting your brain into 
gear with a version of Mah Jongg called "Shanghai." 


Flying Feet. Oomph! Aargh! Kick! Punch! Slash! Go with "Ninja 
iA $' Gaiden” from Japan to America. Go down south with “Bayou Billy." 


Gym Bag. Are you ready for spring training? How about the 
World Series? We’ve got enough baseball players here for several 
major leagues. Learn about the hot new “Baseball Simulator 1.000” 
and “Baseball Stars.” Take a look at the sequel to the bestseller, in 
“Bases Loaded II.” We’ve also got a Nintendo translation of a 
schoolyard favorite in “Super Dodgeball.” 


Just for Laughs. Unca Scrooge, Huey, Dewey and Louie are here 
in “DuckTales,” as well as the wacky world of “Paperboy,” and the 
strange worlds of classics like “Ghostbusters” and “BurgerTime.” 
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t Lost in the Maze. Exercise your mind and your fingers with 
a classics like “PacMan” and “BomberMan” and new challenges like 
the fascinating *Boxxle" on the Game Boy. 


vais: Power Pad. We’ve noted which games require you to use the 
oe Nintendo Power Pad to get your feet and hands right into the game. 


Shoot-em-ups. Pilot “Iron Tank” at the invasion of Normandy or 
the super-modern “Stealth ATF” bomber. 


Strategies and Simulations. Go way, way back in time to the days 
of the ancient Chinese warlords and become one yourself in “Ro- 
mance of the Three Kingdoms.” Take on the casinos in a pair of Las 
Vegas competitions, playing blackjack, poker, roulette, Keno and 
more in “Casino Kid" and “Vegas Dream.” 


Zapper. Have you ever wanted to shoot your TV? We have, and 
we’ve used Nintendo’s light gun attachment called the Zapper. 


About Volume 1 


We'dalsolike to suggest that you be sure to include a copy of Volume 1 of Ultimate 
Unauthorized Nintendo Game Strategies in your library. Here's a list of games in 
that first book: 

Adventures of Lolo; Air Fortress; Airwolf; Amagon; Bad Dudes; Bases Loaded; 
Bionic Commando; Blaster Master; Bomberman; Bubble Bobble; Bump' n' Jump; 
California Games; Cybernoid; Desert Commander; Double Dragon; Double 
Dragon II: The Revenge; Fist of the North Star; Flying Dragon: The Secret Scroll; 
Friday the 13th; Gauntlet; Goal!; Golgo-13; Guerrilla War; Hoops; Hudson's 
Adventure Island; Ikari Warriors II: Victory Road; Ikari Warriors I; Ironsword: 
Wizards & Warriors II; John Elway's Quarterback; Kid Niki; Knight Rider; 
Kung-Fu Heroes; Legacy of the Wizard; Mappy-Land; Marble Madness; Mega- 
Man 2; Mickey Mousecapade; Milon's Secret Castle. 

Also: NFL Football; Operation Wolf; Othello; Phantom Fighter; Platoon; Pris- 
oners of War; R.B.I. Baseball; Rambo; Renegade; RoadBlasters; Robocop; Ses- 
ame Street 1-2-3; Sky Shark; Spy vs. Spy; Star Voyager; Strider; Super Mario Bros. 
2; Super Mario Bros.; Superman; Taboo: The Sixth Sense; The Legend of Zelda; 
The Uncanny X-Men; The Guardian Legend; The Three Stooges; Thundercade; 
Tiger-Heli; Ultima: Exodus; Uncle Fester's Quest; WCW Wrestling; Who Framed 
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Roger Rabbit; Wizards & Warriors; WWF Wrestlemania; Zelda II: The Adventure 
of Link; 1943: The Battle of Midway; 8-Eyes. 

The book includes previews of the following games: The Adventures of Dino- 
Riki; All-Pro Basketball; The Battle of Olympus; Bigfoot; Clash at Demon Head; 
DuckTales; Genghis Khan; Godzilla; Infiltrator; Ivan “Ironman” Stewart’s Super 
Off-Road; Jordan vs. Bird: One on One; The Magic of Scheherazade; Monster 
Truck; Nobunaga’s Ambition; Ring Raiders; River City Ransom; Rock ’n’ Ball; 
Romance of the Three Kingdoms; Tetris; Tune-up Rallye; Twin Cobra; Urban 
Convoy; Web World; Xybots, and 720°. 


We Want to Hear From You! 


Have you discovered more Ultimate tips you'd like to share with other players? 

Join our panel of Ultimate Players and help us prepare the next books in our 
series. Send tips, comments and information about yourself including name, age, 
address and telephone number to: 


Ultimate Players Panel 
WORD ASSOCIATION, INC. 
P.O. Box 6093 

Holliston, MA 01746 


And don’t miss the Ultimate Players Newsletter offer at the back of this book! 


[| ] [| 
Hot New NES Games 
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Abadox: The Deadly Inner War 


Age: 5 to Adult 
Difficulty: Apprentice-Hot Dog 


It is way, way in the future, 3,022 years from now, and a strange, huge creature 
called Parasitis has been sighted in your galaxy. It heads directly for the planet 
Abadox . . . and swallows it whole! 

The World Alive Force tries to fight back, but Parasitis is still hungry. The fiend 
even swallows an orbiting hospital ship with Princess Maria on board. Gulp! 

Yes, Nintendo fans, even in the year 5012 there are princesses to be rescued. 
And the universe must be saved, too. 

You are Second Lieutenant Nazal, the only survivor of the World Alive Force. 
Instead of trying to blow Parasitis out of the skies from far away, you exit your 
spacecraft and use your power pack to fly directly to the surface of Parasitis where 
you will try to blast your way into its body and to the core to destroy it. 


2 Ultimate Unauthorized Nintendo Game Strategies, Volume 2 


Forget outer space; this game calls for you to conquer inner space. You travel 
down Parasitis' throat, into its body. You'll have to fight off enemy antibodies and 
bacteria and all sorts of yucchy stuff. 

That's why they call this game “Abadox: The Deadly Inner War.” We looked 
at a preproduction copy of this unusual game. 


MANUFACTURER: Milton Bradley / (413) 525-3545 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are Second Lieutenant Nazal, who survived Parasitis' attack on the World 
Alive Force because your spaceship was in the garage for a tuneup. You are all 
that stands between the loss of the Princess and the Universe. 


CONTROL PAD 
Arrows: Move Nazal Up, Down, Left or Right. 
*A" BUTTON: Varies the orbit of your rotating barrier shields. 
“В” BUTTON: Fires your weapons. 


NUMBER OF STAGES 
This game is sort of like an anatomy lesson, although the body in question is a 
weird alien creature. There are six stages of "internal combat." To pass from 
one stage to another, you'll need to defeat the Guardian of each level. The stages 
are 


1. TheSurfaceofParasitis. This guy is almost as ugly outside as he is inside. 
You'll have to get past snapping jaws and grasping skulls. The entrance to 
Parasitis’ mouth is guarded by Bau, a dog-like monster you'll have to 
destroy. And just when you think it is time for a rest, you'll meet the 
Guardian Deathface! 

2. Down the Hatch. You're in the throat, filled with disgusting bacteria and 
poisonous spores, not to mention the clutching Hands of Death. Watch out 
for a circling Guardian. Head for the esophagus, but be careful: here is 
where the Lizards of Doom live. 

3. The Deadly Forest of Blue Nerves. Those flowers are very pretty, but 
don't even think about getting close enough to smell them. When you get 
through the forest, you'll meet the great Shark Guardian. 

4. Parasitis’ Stomach. Burp! This guy will eat anything, including you. 
Watch out for the stomach crabs, including King Crab. And watch out for 
the Cilia monster with its waving horns. 

5. Go for the Guts. As you pass through the intestinal channel, armed 
insectoids and mechanical devices will try to reach out and touch you from 
above and below. You'll have to destroy three Guardians on your way to 
the energy nerve center. 
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6. The Tube of Death. Watch out for heat-seeking fireballs and other weird 
creatures. Stay away from the flashes of electrical energy. No less than five 
guardians protect the door to The Core. 


To win the game, enter the black inner chamber and destroy the Core! Find 
Princess Maria and get out of there! 


NUMBER OF LIVES 
3 to begin. When all are used up, the game is over. 


SECRET WEAPONS 
Among the dozens of ugly creatures that will attack you inside Parasitis, keep 
your eyes out for deadly Blue Scorpions. They come in horizontal and vertical 
versions. Destroy them and grab the Blue Power Capsules they leave behind. 
They'll help you work your way to and through Parasitis with these special 
weapons and special items: 


Super Speed-Up. Look for one of these floating “S”s for a quick pep-up for 
Nazal. 

Tresbeam. Allows you to shoot in three directions at the same time. 

Star Beam. Not enough? This will allow you to shoot in five directions at once. 

Paradora Gun. Increases your fire power to allow you to shoot rings of raw 
energy. 

Laser Gun. Your basic high-powered shooter. 

Twin Missiles. Grab an *M" to pick up a pair of rockets. 

Orbiting Barrier Shield. Pick up a “B” for a very effective defense, this 
surrounds you with energy. Use the A button to adjust the orbit. You are 
allowed to possess as many as 4 “В”. 

Hi-Density Power Protector. A “P” for power, think of this as armor to absorb 
enemy attacks. You can grab as many as 3. 


POWER PLAYER HINTS 
Use a turbo joystick, if you have one, for better shooting. 


POWER ZOOMING 
At the end of a game, you will automatically be offered the option to Continue. 
Just press the Start button to go back into the game at the last Stage of Combat. 
You will return with 3 new lives, but you will lose all of your advanced 
weaponry and start over with basic fire power. You can continue as many times 
as you would like. 


Abadoxis a trademark of Milton Bradley Company. Abadox O 1989 Natsume. Game pak O 1989 Milton 
Bradley Company. 
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A Boy and His Blob™ 


AGE: 5 to 16 
DIFFICULTY: Apprentice-Hot Dog 


This one is a bit weird, even by Nintendo game standards. We’ re transported to the 
21st Century, where most every little boy has an alien pet. Ours is a Blob, a refugee 
from Blobolonia who has come to earth in search of help for his native land. 

The planet Blobolonia is in the hands of an evil emperor who forces all of his 
subjects to eat just marshmallows and chocolate. Healthy things like vitamins are 
not allowed—they're poisonous to the emperor. 

This creature Blob lives for his jellybeans—in fact, depending on the flavor of 
bean he is fed, he'll change his shape. The various shapes will help them get through 
various challenges. 

On the earth, the Boy and His Blob travel about in search of treasures they can 
trade in at the health food store for vitamins to take to Blobolonia. 

The game takes place on two different worlds. The first is the Earth—actually, 
it's a series of caverns deep underneath the streets of the city where the Boy lives. 
Here you'll be on the prowl for hidden treasures, giant diamonds and bags of Blob 
food (jellybeans). Your goal here is to gather as much treasure as you can so that 
you can buy huge amounts of vitamins to fight the evil emperor on Blobolonia. 
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The second world is Blobolonia, old Blob’s home. Don’t bother coming if you’re 
not bringing a whole bunch of vitamins and a VitaBlaster. On Blobolonia you'll 
find orchards and farms, a candy factory and the evil Emperor. 

This game was designed by one of the video game world's stars, David Crane. 
Although this is his first game written especially for the Nintendo system, Crane 
earlier produced “Pitfall,” which was one of the best selling video game cartridges 
of all time. He also was responsible for “Pitfall П,” “Ghostbusters,” “Little 
Computer People,” and the “The Activision Decathlon.” 


MANUFACTURER Absolute Entertainment / (201) 652-1227 
NUMBER OF PLAYERS 1 


CHARACTERS 
Well, there's a Boy. And a Blob. (The Blob's full name is actually Blobert.) 


CONTROL PAD 

Arrows: Move the boy right, left, up or down. 

*A" BUTTON: Feeds the Blob a jellybean. Make sure that the boy is facing 
the Blob and pay attention to the selected flavor shown on the screen. 

*B" BUTTON: Blows the Whistle to summon the Blob when he's not around. 
Also turns a shape back into a Blob. On Blobolonia, will fire the Vita Blaster. 
Besure to select the type of vitamin you want to shoot by pressing the Select 
button. You must have collected enough vitamins on Earth before you try to 
use this weapon on Blobolonia. 

Select: Chooses between jellybean flavors. Press the button until the flavor you 
want is displayed at the bottom of the screen. To see the flavors in reverse 
order, hold the Down Arrow while pressing Select. 


NUMBER OF WORLDS 
Beneath the Earth, and on the surface of Blobolonia. 


NUMBER CF LIVES 
510 start. You'll lose a life if you fall too far, if you drown or if you are hit by 
an enemy. You can gain an additional life for each five peppermints you snatch 
on Blobolonia. 


JELLYBEAN FLAVORS 
There are 15 jellybean flavors that we know about; you'll start the game with 
12. Each flavor will make the Blob turn into one or another shape, and the name 
will usually give you a hint. (Licorice = Ladder, for example.) Remember, too, 
that the Blob just hates Ketchup-flavored jellybeans (can't blame him) and you 
probably won't want to feed him one. 
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Available flavors, together with the number of beans you will start the game 
with, are 


Apple (12) Grape (0) Lime (0) Strawberry (15) 
Cinnamon (24) Honey (52) Orange (0) Tangerine (42) 
Coconut (6) Ketchup (6) Punch (54) Vanilla (30) 
Cola (18) Licorice (72) Root Beer (6) 


SCREEN DISPLAY 


Above and below the screen you’ll see a display that will tell you about your 
status in the game. Information includes 


Score. The more treasures, the higher it will go. 

Lives. A count of remaining lives. 

Number of Remaining Treasures. A count of the number of treasures left to 
find. 

Vitamins Left. An important indicator of your chances for success on 
Blobolonia. 

Jellybean Flavor. At the bottom of the screen, you'll see the name of the current 
jellybean flavor. 


SPECIAL ITEMS 


You'll become a regular bag boy in this game, collecting everything you can 
possibly find. Here are the available special items: 


Diamonds. Worth their weight in vitamins. 

Jellybean Bags. Extra supplies of beans as well as the extra two jellybean 
flavors. 

Peppermints. You'll find these on Blobolonia. Collect five of them to earn an 
extra life. 

Treasures. More loot. 

Vitamins. Available in three styles: A, B and C. Each one acts differently when 
fired from the VitaBlaster. To buy your vitamins, you'll need to get back to 
the street and go to the health store. 


ENEM!ES 


There are all sorts of strange bad guys out to cause you trouble on Earth and on 
Blobolonia, including 


On Earth 
Falling Rocks. Stay out of their way. 
Stalactites and Stalagmites. These rocky growths in the caverns want to 
reach out and touch you. 
Subway Serpents. Don't bother. These guys are just too mean. Find a way 
to get over them. 
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On Blobolonia 
Cherry Bombs. Don’t let them hit the ground if you can. 
Chocolate Kisses. Yuck! These kind of kisses could prove fatal. 
Magic Marshmallows. Great big gobs of gooeyness. Your gun won’t have 
much effect; best to stay away. 
Popcorn. Just plow on through. 
The Evil Emperor. Vitamins are the cure here—yours and his. 


| ALWAYS WANTED TO KNOW 
Come on, you've got to tell me: What happens when the Blob eats a Ketchup- 
flavored jellybean. Oh, you don’t want to know. It’s nota pretty sight. But what 
you should know is that the Ketchup bean does serve an important purpose in 
the game. If you become too separated from the Blob, throw down the Ketchup 
bean and he will catch up with you (Ketchup—Catch up?) quickly. It works sort 
of like the Honey Jelly Bean. 

Come on, you can't leave us hanging like that. What happens with the honey 
bean? Well, in this case, if the blob is too many levels down from you, toss the 
honey bean to him and he'll become a hummingbird and fly to your side. Isn't 
that sweet? 


POWER PLAYER HINTS 
Whistling is only one way to keep Blob more or less near you. If you need to 
keep him rooted to a particular place, you might try changing him into a Shape 
that can be moved. 

To jump even higher on trampolines, press the Up Arrow. Use the Down 
Arrow to reduce the height of your jump. Move off the trampoline by pressing 
the left or right arrows at the highest point of the jump. 

As you have no doubt gathered by now, the proper use of the jellybean is key 
to success in this game. There's one feature you should know about: you can 
use a jellybean as a scout, or as the manual calls it, a camera," to explore. To 
see what is beyond a ledge on earth or off the edge of the screen on Blobolonia, 
just toss a jellybean in that direction and the view on screen will follow the bean 
for a moment. 

Make a map of where you've explored, especially in the caverns on Earth. 


A Boy and His Blob O 1989 Absolute Entertainment, Inc. A Boy and His Blob, Trouble on Blobolonia 
and Blobolonia are trademarks, and Absolute Entertainment is a registered trademark, of Absolute 
Entertainment, Inc. 
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Adventures of DinoRiki" 


AGE: 5 to 16 
DIFFICULTY: Apprentice-Hot Dog 


This is a story of a brave boy among the dinosaurs. (Of course, the dinosaurs were 
long gone before human beings arrived on this planet, but there weren't any 
Nintendo games, then, either.) 

DinoRiki sets out on a quest through quicksand swamps, dark caverns and deep 
canyons, fighting off dinosaur bosses including Tyrannosaurus, Pteranodon, Mon- 
ster Fly and Giant Cobra. His weapons begin with rocks and boomerangs and 
progress to the discovery of fire. 

But DinoRiki's ultimate stage comes when he evolves into MachoRiki. He'll 
need to collect ancient knowledge and special items before he can face the big 
dinosaur bosses Tyrannosaurus, Pteranodon, Monster Fly and the Giant Cobra. 

Thisisa very cute game. See I Always Wanted to Know, though, for an important 
correction to the manual. 


MANUFACTURER: Hudson Soft USA / (415) 495-HINT 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You start as DinoRiki, caveboy, but can become MachoRiki, caveman with a 
bit of practice. 


CONTROL PAD 
Arrows: Moves DinoRiki or MachoRiki Left, Right, Up or Down on the screen. 
“A” BUTTON: Makes DR or MR jump. When you have picked up Airy Bird, 
press and hold the B button to make DinoRiki fly. See I Always Wanted to 
Know. 
“B” BUTTON: Shoots weapons. 


NUMBER OF LIVES 
You will start the game with 3 lives, and can add extra DinoRikis by collecting 
six consecutive Diamonds without getting hit by the enemy. DinoRiki's energy 
level is displayed at the top left corner of the screen. The level will decrease as 
DinoRiki is hit; when the energy level reaches zero a life is over. 
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SPECIAL WEAPONS 
DinoRiki will start his evolution with a rock and progress through three stages 
to the invention of fire. His power will increase each time DinoRiki grabs one 
of the Power Fists. The weapons are 


Rock. What can you say about a rock? It’s okay at short range and that’s about 
all. 

Axe. Now we're getting a little more power. But it will only shoot straight out 
in front of DinoRiki, which is a problem when there are many enemies of the 
screen at once. 

Boomerang. А large, powerful weapon, itis only effective when used carefully. 

Torch. The most powerful of DinoRiki's weapons, it shoots in every direction 
except behind, and is just the thing to use against one of the big enemies. 


ENEMIES 
What a zoo you could create with this crew! The enemies DinoRiki will face 
include 


Pteranodon. Look up! It's a flying dinosaur, the first of DinoRiki's challenges. 

Tyrannosaurus. This is one big guy. You'll need to squeeze off a lot of shots 
to get past him. 

Triceratops. King of the desert, this is one big horny creature, complete with 
his own built-in flamethrower. 

Giant Cobra. This guy will try to sneak up on you; try to figure where he will 
go next and attack first. 

Monster Fly. The biggest and toughest of DinoRiki's enemies. Don't be too 
distracted by the bait it will leave, or Monster Fly will replicate all over the 
screen. 


SPECIAL ITEMS 
As you shoot enemies as well as rocks and other obstacles in your way, many 
will turn into special items. You'll need to collect as many of them as possible 
if you have any hopes of getting deep into this adventure: 


Bonus Heart. Adds one level to DinoRiki's energy gauge. 

Energy Meat. The source of DinoRiki's power and strength. 

Turbo Boots. Helps DinoRiki move quickly. 

Power Fist. Improves DinoRiki's weapon by one level. 

Airy Bird. Gives DinoRiki a pair of wings and the ability to fly. Press and hold 
the B button to leave the ground. 

MachoRiki. Look for the little guy to turn DinoRiki into MachoRiki. 

Extra Diamond. If you can collect six Diamonds in a row without getting hit 
by the enemy—more difficult than you might imagine—you will earn an 
extra DinoRiki. 

Mighty Star. Will destroy all of the enemies on the screen. 
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| ALWAYS WANTED TO KNOW 
How come the instruction manual says to use the A Button to shoot weapons 
and the B Button to make DinoRiki jump or fly, while you guys say just the 
opposite. Well, ace tester William came to us insisting that the manual was 
wrong. He was right; they were wrong. 


POWER PLAYER HINTS 
Use a controller with a rapid fire feature for the best results. 


Hudson Soft & Adventures of DinoRiki are trademarks of Hudson Soft USA. O 1989 Hudson Soft USA. 


т 


Amagon™ 


AGE: 6 to 16 
DIFFICULTY: Apprentice-Hot Dog 


04 1 0 fe} 


This is a monster-shooting game with an interesting difference. You start your 
adventure as Amagon, a young Marine assigned to investigate a strange, monster- 
controlled island in the South Pacific. You’re dumped on the island with only a 
machine gun and a few magazines of bullets. 

But... Amagon has an unusual ability. When he has earned enough points (and 
grabs a magic key) he can transform into Megagon, a powerful giant fighter. You 
have to choose the right moment to make the transformation and use your energy 
and weapons carefully if you hope to make it to the end of this game. 
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MANUFACTURER: American Sammy / (213) 320-7167 
NUMBER OF PLAYERS: 1 
CHARACTERS: You are Amagon to start, Megagon later. 


CONTROL PAD 

Arrows: Moves Amagon/Megagon Left or Right. When the Up Arrow is 
pressed together with the “B” button, the Laser Beam is generated. When 
the Down Arrow is pressed, Amagon/Megagon crouches. 

“А” BUTTON:Makes Amagon/Megagon jump. 

“B” BUTTON: Fires Machine Gun. When pressed with the Up Arrow, fires 
Laser Beam. 

Select: Transforms you into Megagon, when you have the Mega-key. 


NUMBER OF WORLDS 
Zones 1-1 and 1-2. The Plains. 
Zones 2-1 and 2-2. The Jungle. 
Zones 3-1 and 3-2. The River. 
Zones 4-1 and 4-2. The Rain Forest. 
Zones 5-1 and 5-2. Rocky Mountain. 
Zones 6-1 and 6-2. The Beach. 


NUMBER OF LIVES 
4tostart. You will lose a life if Amagon is hit by a weapon or touches an enemy. 
Megagon will lose a life if he falls into a river or valley. There are One-up special 
items that add lives. 


SECRET WEAPONS 

Your machine gun has only 300 bullets at the start, so you should conserve them 
as much as possible. There are extra bullet magazines available when you shoot 
certain enemies. 

Amagon will receive 1 point for damage to a monster with the machine gun 
or by using the gunstock as a club. 

Megagon can earn 8 points for damage to a monster with his Megapunch and 
16 points for damage using his Laser Beam. 

There are a number of special items you will earn by destroying certain 
monsters. When a special symbol appears on the screen, you have to run to it 
to grab it: 


1-Up. Adds an extra Amagon. 

500, 1000, 3000 or 5000. Adds that number of points to your score. Remember 
that 5,000 is the minimum level to become Megagon. 

Bullet Magazine. Adds 20 bullets. There are a few hidden with the mosquitos 
at the start of 2-1. 
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Crown. Adds 10,000 points. 
Mega-key. Needed, along with a sufficient number of points, to transform into 
Megagon. 


TRANSFORMING INTO MEGAGON 
The key to winning the game is to use Megagon carefully. There are limits to 
his energy and power and you also want to spend your hard-earned Amagon 
points for the most effect. 

First of all, you will need the Mega-key. Second, you will need to have 5,000 
points. When you have both, the [GO] indicator will be displayed on the status 
screen. Press the Select button to perform the transformation. 

Megagon’s strength is measured in Megapoints. The points you have earned 
as Amagon will be traded for Megapoints at the rate of 5,000 Amagon points 
for 1 Megapoint. The most Megapoints you can have is 14. 

When Megagon is hit by a weapon or touched by an enemy, he loses a 
Megapoint. He also uses up a Megapoint each time he uses his Laser Beam. 
When all points are lost, he will shrink back to Amagon. 


ENEMIES 

There is a wide variety of enemies that Amagon/Megagon will have to face. 
Following is a listing, by zone, of many of them. Following the name of each 
monster are two numbers. The first number is the point value that you will earn 
for defeating the monster; the second number is the resistance value of the 
monster, an indication of how tough an enemy is. Take a close look at the scores 
for Lion Man and Lion Head; one of them is not worth fighting, while the other 
might be, if you feel particularly strong. 


Zone 1 

Bird. PV100/RV1 Snake. 100/1 

Lion Head. 0/100 Whoa! Tarantula. 100/1 Easy stuff. 
Lion Man. 1000/32Wow! Wasp. 300/1 Swat away. 
Mushroom. 100/3 

Zone 2 

Bee. 500/1 Go for it! Mole. 100/1 

Devil Tree. 0/64 Watch out! Mosquito. 100/1 

Elephant Man. 1000/16 Tough. Porcupine. 300/1 Sticky. 
Frog. 100/1 Vampire Bat. 100/1 

Zone 3 

Alligator Man. 1000/16. No pain, no gain. 

Cray Fish. 100/1 Sea Horse. 300/1 Worth a ride. 
Hippo Demon. 0/82. Whoa! Snail. 300/1 Go for a poke. 


Piranha. 500/1 Good fishing. 
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Zone 4 

Blue Devil. 300/1 Red Devil. 100/1 

Fire Ball. 300/1 Skeleton. 0/104 Among the worst! 
Owl. 1000/1 The best here. Spirit. 500/1 Good ghoul. 

Rat. 300/1 

Zone 5 

Armadillo. 300/1 Dragon Bird. 1000/8 

Blue Dinosaur. 1000/16 Careful! Megasaurus. 0/17 No point! 

Blue Iguana. 100/1 Pterodactyl. 300/1 


Brown Iguana. 500/1 Worth a chase. Red Dinosaur. 1000/16 
Zone 6 


Alien. 0/104. We don't care if it looks kind of like Mom. 
Cosmic Man. 3000/16 The highest reward, but a tough fight. 


Lobster. 500/1 Octopus. 300/1 
Mini Car (Gray). 100/8 Mini Car (Purple). 500/4 
UFO. 300/1 

I ALWAYS WANTED TO KNOW 


How in the world do I avoid the Elephant Man? Have you ever known an 
elephantto climba tree? Jump on the branch that extends to the left of the screen 
and move all the way to the left. The Elephant Man will walk past you, off the 
screen, 


SUPER SECRET! 
Amagon’s bullets can go right through trees, hills and stones. Think about it. 


POWER PLAYER HINTS 

Remember that there is no time limit in the game, so take your time and think 
before you act. 

Wait until you come to the toughest situations before you transform to 
Megagon. 

The tree found after the swooping bird and the three snakes in Zone 1-1 has 
a tarantula worth one Megagon token. Stand on the two stones in front of the 
tree, jump up and shoot the critter while it is still in the tree and then go and 
fetch the token. 


POWER ZOOMING 
You can continue your game from Zone 4 and onwards. 


Amagon is a trademark of American Sammy Corp. © 1988 American Sammy Corp. 
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Astyanax™ 


AGE: 5 to 16 
DIFFICULTY: Apprentice-Hot Dog 


Another Princess. Another Evil Wizard. Another hero, a freshman at Greenview 
High. 

A freshman hero? 

The story is this: 16-year-old Astyanax has been selected by the people of Remlia 
as their designated hero, sent forth to rescue the kidnapped Princess Rosebud. 
Rosie, it seems, is being held captive in the castle of Blackhorn, a professional evil 
wizard. 

Our buddy Astyanax is not alone, though. He will be accompanied on his quest 
by Cutie, the princess’ friend and advisor. Cutie—a Tinkerbelle-like sprite—ap- 
pears at Greenview to summon Astyanax. 

Astyanax is, at heart, a basic one-player “slash and hack” adventure, but it 
includes some unusual graphics elements and a bit of humor and style. As an 
example, there are mini-movie scenes between many of the levels of the game, 
telling bits and pieces of the story. 

The game is very complex and difficult to complete, offering several weeks of 
challenge, according to early users. The name Astyanax, by the way, was chosen 
almost at whim by Jaleco. The name comes from ancient Greek mythology, where 
Astyanax was a son of Hector and Andromache who was hurled by the Greeks 
from the walls of Troy. Jaleco also has a coin-operated arcade game called 
Astyanax, but it has little in common with the Nintendo game. 

We examined pre-release materials on this game. 


MANUFACTURER:  Jaleco/ (312) 647-7077 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are Astyanax, accompanied by Cutie. 


CONTROL PAD 
Arrows: Move Astyanax on the screen. The Down arrow makes him crouch 
down. Press the Up Arrow and the B Button to cast a spell. 
“A” BUTTON: Makes Astyanax jump. 
“В” BUTTON: Uses weapons. When pressed with the Up Arrow, casts a spell. 
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START BUTTON: Can be used to change Astyanax’s magic spell, when 
pressed with an arrow key. Pressed by itself, Start pauses the game. 


NUMBER OF SCENES 
There are 12 scenes in this game, in 6 worlds. They include 


1-1. Remlia. The opening scene on the planet Remlia, it ends with a battle 
against Caesar, a supercreature with the face of a gremlin and the body of a 
chicken. 

2-1. Redroad. 

2-2. Inazumi. A vertical red-rock cliff level. 

3-1. Ryoguku. A rocky world with lots of bottomless pits. 

3-2. Rent. A vertical level that heads down a mountain. 

4-1. Marshy. A very difficult level filled with swamps; fall in one for an instant 
death. 

4-2. Grave. A mausoleum with lots of coffins lining the walls. 

5-1. Telugamn. A difficult level consisting of a moat surrounding the Castle of 
Terenea. Watch out for creepy things in the water, including Aquarians 
(amphibious man-fish that hop around getting in the way); Flying Fish; Eye 
Orbs and Deadly Bomber Plants (when they explode, they can knock you 
into the deadly swamp.) 

6-1. Terenea Maze. A place of many doors; you must teleport through the 
correct ones to get out. 

6-2. The Tower. On your way to the wizard, you'll need to battle your way 
through five levels of supercreatures. Blackhorn waits at the top. 


NUMBER CF LIVES 
3 to start. Extra lives are awarded at 100,000, 200,000 and 400,000 point levels 
and every 200,000 after then. 


ON-SCREEN DISPLAY 
You can see a listing of Astyanax's status as he goes through the game. The 
displays include: 


Score. Points are based on the creatures you kill. Supercreatures are worth more. 

Weapon Power. The more points in the gauge, the more powerful is Astyanax’s 
attack. 

Body Strength. As Astyanax is hit, he will lose points. When the gauge reaches 
zero, he loses a life and his weapon will be reduced to a less powerful one. 

Spell Power. Astyanax has three available spells. They can only be used if there 
is sufficient energy left in the Spell Power gauge. Each spell requires a 
different amount of power, and the level will be decreased each time a spell 
is cast. The gauge will be replenished at the end of a round, or as a special 
gift from Cutie from time to time. 

Spell Select. Shows the currently selected spell. 
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SPELLS 
Bind. Freezes enemies for a short period of time. Uses the least amount of 
energy of the various spells. 
Blast. Damages all enemies within range. Uses a moderate amount of energy. 
Bolt. The most powerful spell, this lightning bolt causes a great deal of damage 
to all enemies on the screen, and also uses the most energy of all of the spells. 


WEAPONS 
Astyanax can use one of three weapons in the game. Some weapons are more 
powerful than others, and also affect Astyanax’s spell power. 


Damage to Spell Power Increases Spell 
Enemies Required Effectiveness 
Broad Ax жж жж жж 
Ѕреаг = * Ж 
Sword akk kkk kkk 


* Least; ** Moderate; *** Greatest 


SECRET WEAPONS 
When Astyanax smashes stone idols with one of his weapons, various Special 
Items are revealed. They include 


Change Weapon. This item will change the weapon now being used to the next 
available type, in this order: From AX to SPEAR to SWORD. 

Potion. A Red Potion will replace 3 points on the Body Strength (Life) Gauge. 
A Blue Potion will fully restore life points. 

Power Supply. Increases the points in the Weapon Power gauge. 

Wings. Allows Astyanax to swing his weapon with more power. 

1-Up. Adds a free life. 

Cutie. When you find one, push the Up Arrow to increase your Spell or Push 
the Down Arrow and then Left or Right to change weapons. 


ENEMIES 
The bad guys in Remlia include 


Blackhorn. The wizard has kidnapped Princess Rosebud. He hopes to drain her 
magical powers and add them to his own in his attempt to.rule the world. 
Caesar. Blackhorn’s pet, a monstrousrfellow. His nicknames include Gremlin- 

Face, The Thing That Walks Like a Chicken, and Daphne. 
Thorndog. Blackhorn’s chief advisor. A powerful and evil magician. 


POWER PLAYER HINTS 
Once you've read the on-screen story, you don’t have to read it through each 
time you begin the game. Just press the Start button again to skip right into the 
game. 
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To teleport through a door in Castle Terenea, press and hold the Up Arrow 
when Astyanax is standing in the doorway. 


POWER ZOOMING 
Youcan continue foras long as you have Nintendo on. When you die, you restart 


one weapon down in weapons evolution. 


Astyanax is a trademark of Jaleco USA Inc., © 1990 Jaleco USA Inc. 


E? E 
The Adventures of Bayou Billy" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


PL=000250 HECOZOOOO R=02 
L—EMOE] BULLET=000 


At last! An adventure game that doesn’t involve rescuing a kidnapped princess! 
No sirree. This here story is about a kidnapped former Miss Louisiana and 
three-time cover girl for Swamp Digest Magazine. 

The Adventures of Bayou Billy is just slightly different from all of those other 
kidnapped girlfriend/princess games to make it stand out from the crowd. To begin 
with, the manual and some of the scenes in the game have a bit of humor in 
the: 

The graphics are very well executed, and the game includes the option to use 
the Zapper light gun if you have one for a shooting segment. There also is a practice 
mode that allows you to brush up on your bayou battling skills before playing the 
game for “real.” 
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The story is this: You are Bayou Billy and you are the legendary superhero of 
the Louisiana swamps outside of New Orleans. You are walking back home after 
a date with your sweetheart, Annabelle Bon Vivant. It must have been one heck of 
a date, because according to the manual it included not only a session of bobbing 
for crawdads, but also a successful fight at gangster king Gordon’s Red Beans ’n 
Rice Warehouse. 

But all this good feeling is soon shattered, when a speeding car fires a hail of 
bullets at you and a rock with a note attached. The letter informs you that Gordo 
has kidnapped Annabelle; he threatens the princess'—err, your girlfriend’ s life—if 
you continue to mess with his business affairs. 

But hey, what are superheros for? You head off into the swamps, the streets of 
New Orleans (including its famous French Quarter) and even onto the highway in 
search of the bad guys and your good girl. 

There are nine stages in the game, with alligators down below, attacking 
airplanes up above and nasty gangsters everywhere else. 


MANUFACTURER: Konami / (312) 215-5111 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are Bayou Billy, raised by a family of alligators but with a heart of gold 
when it comes to your beloved Annabelle Bon Vivant and a powerful anger 
when it comes to fighting the evil smuggler Gordon, who has kidnapped her. 


CONTROLLER 1 
Controls Bayou Billy. 


CONTROLLER 2 
The Zapper light gun can be used in the upper stages of the game. Select Game 
A if you have the Zapper attached; select Game B if you want to use the 
controller pad to shoot. 


CONTROL PAD 
The use of the control pad varies depending on the stage of the game. 


STREET AND SWAMP FIGHT 

Arrows: The Left and Right arrows move Billy in those directions. The Up and 
Right arrows move him to the top or bottom of the screen. 

*A" BUTTON: Kicks. 

“B” BUTTON: Uses weapons. Punches, snaps whip, fires gun, slashes with 
knife. 

“A” and “B” BUTTONS: Press the buttons at the same time for a jumping 
kick. 

Select: Switches to the gun mode. 
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CAR WARS 
Arrows: The Up arrow increases the car’s speed; the Down arrow slows it 
down. The Left or Rightarrow moves the car in those directions on the screen. 
“A” BUTTON: Tosses dynamite sticks at the airplanes of the Gangster King. 
“B” BUTTON: Blasts enemy vehicles or other obstacles on the ground. 


GUN FIGHT 
Arrows: If you chose Game A, you can use the Gun directly in this part of the 
game. If you chose Game B, use the controller as a gun by lining up the 
onscreen gunsight with the target and pressing the A button to fire. 
“A” BUTTON: Fires the gun in Game B. 


DISPLAY 
There are two types of status screens that appear at the top of game scenes. The 
first one is seen in every situation except for the car-racing segment. Included 
are: 
S Current Score. 
L Billy's Life Line. Billy will lose points when he is hurt by one 
of his enemies. When the life line reaches zero, he will lose one 
of his lives. Billy starts each life with seven life points. 


HI High Score for all games played this session. 

R Number of lives remaining. 

B Boss's Life Line. Your opponent's life line must reach zero for 
him to depart. 


BULLET Number of remaining bullets. 
In the car race scene, the status screen includes just three items: 


MPH The maximum is 180 miles per hour. 


T Remaining time in the car scene. 
R Number of lives remaining. 
NUMBER OF WORLDS 


There are 9 stages in Bayou Billy's adventure. They are 


Stage 1. Bayou's Backyard. That isn't swamp gas in the water: it's a gatorc! 

Stage 2. Deep in the Dixie Swamp (Gun Shooting Stage.) Watch out for nasties 
hiding in the trees. 

Stage 3. Gator Alley. This stage looks like Stage 1, but enemies will come at 
you in pairs, one from each side. Try to grab away their weapons, and don't 
forget to eat every once in a while. Don't turn your back on the Big Boss at 
the end of the stage. 

Stage 4. I-10, the road to New Orleans. (Car Race.) Steer around the oil slicks, 
blow up the Hellfighters and pick up the gas drums. 

Stage 5. Superdome Drive. (Car Race.) More driving action. 
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Stage 6. The French Quarter. Here on Bourbon Street, the whip is probably your 
most effective weapon, but that means you'll have to get pretty close to your 
attackers. Use Jump Kicks to grab away weapons. 

Stage 7. Gordon’s Gateway, Murderer’s Row. (Gun Shooting Stage.) Make it 
to the end and you'll come to the steel gates to Gordon’s Estate. 

Stage 8. Hitman's Yard. Gordon’s house is protected by some very nasty guard 
dogs. 

Stage 9. The Perilous Plantation Parlor. Get past Gordon and you'll find . . . 
Annabelle! 


NUMBER CF LIVES 
You begin with 3 lives. You will receive one extra life at 20,000 points, and for 
every 30,000 points after then. 


SECRET WEAPONS 
There are a number of weapons you can pick up—literally—along the way. You 
can only carry one at a time, with the exception of the gun. Look for the bad 
guys to drop these: 


The Magnum. Press the Select button to use, press the B to fire. You can carry 
the gun for as long as you have bullets. 

The Ugly Stick. That's what it is, too. 

The Foot-Long Blade. Another good name. 

The Whipper Snapper. A long, nasty whip to snap. 


SPECIAL ITEMS 
If one of the bad guys drop one of these special items, grab hold quickly: 


Bullet Proof Vest. Pretty good at shielding you from some damage. 
Bullets. You'll need these for the gun, Einstein. 

First Aid Box. Pick one up to replenish your Life Line. 

Gasoline Can. Gives you extra time in the Car Race scenes. 
Hourglass. Helps replenish your bullet supply. 

Raw Meat. Mmm, mmm good for your Life Line. 

Star. Clears the screen of all enemies. 


ENEMIES 
All of your enemies look pretty much alike—some carry clubs, others whips, 
some guns and at least one with a weighted chain. They each have names, 
though, and some of them are cute (the names, that is). Here's a list: 
A.L. Hurt; Blackie Blue; Hurricane Hank; Jacques Killstow; Kalishnikov; 
Kid Creole; Lightning Rod; Luis Tor-Ture; Marty Graw; Migrane Mike; Mr. 
TNT; Rocky & Rocco; Schwartz N. Eiger; Swamp Gas Charlie; The Acceler- 
ator; The Cajun Cut Throat; Thugs McGraw; Toulouse L’attack; Vito L'angolo; 
and Wild Bill Yonder. And, of course, there's the boss of bosses, Godfather 
Gordon. 
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SUPER SECRET! 


The key to defeating many of your enemies in hand-to-hand combat is to 
maneuver them into a corner where they cannot run away from you. This is 
particularly effective in the early stages of the bayou—just back them into a tree 
and punch and kick away. 


DANGER! 


In the French Quarter scene, a lot of the bad guys will stroll along with their 
hands in their pockets and look oh so innocent. But get too close, and they’ ll 
pull a knife! 

In Stage 7, some of the bad guys will hide under the manhole covers with the 
other sewer rats! 


POWER PLAYER HINTS 


The second guy you meet in the bayou will be carrying a first aid box; go for 
the life points. 

Many of the enemies in this game will always appear in the same place each 
time you play. 

Some of the enemies in the game will flash red just before they attack you. 
For example, in Stage 6, watch the color of the baddies with the chains. 

Look for a man on a motorcycle in Stage 7; knock him off and take the item 
he carries. 


POWER ZOOMING 


To continue, act quickly at the end of a session. Press the Start button before 
the clock reaches 0, and you will be able to continue at the beginning of the 
stage you were in when the game ended. The maximum number of times you 
can continue is 5. 


Bayou Billy is a trademark of Konami Inc. Konami is a registered trademark of Konami Industry Co., 
Ltd. The Adventures of Bayou Billy © 1989 Konami Inc. 


Back to the Future™ 


AGE: 6 to Adult 
DIFFICULTY: Novice-Master of the Game 


Chances are, if your parents didn’t have any children you won't either. Think about 


it. 


That’s the premise behind the hit movie, “Back to the Future,” and the underly- 


ing challenge behind the Nintendo game pak of the same name. This is an 
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enjoyable, silly game with an appropriately frenetic musical soundtrack. The look 
and feel of the game is similar to that of Paperboy. 

You get to play Marty McFly, your basic schoolkid who manages to get into one 
heap of a lot of trouble one day. Marty’s friend, Professor Emmett Brown, your 
basic crazy scientist, dabbles around with this and that. One day a couple of 
gangsters chase after the professor and Marty manages to escape by diving into 
Brown’s sports car, which is also a time machine. 

Still with us? Okay. So this time machine takes Marty all the way back to 1955. 
There he ends up in Hill Valley, the small town where his mom and dad grew up 
and met. Except that Marty’s arrival manages to interfere with their date with 
destiny . . апа unless Marty can make things right his parents won't be his parents. 

Marty must rush through town, picking up time clocks as he goes along, getting 
to four very important places in Hill Valley. There are actually five or six 
mini-games within this one game. Marty will start off on foot, but quickly transfer 
to the skateboard he brought along with him to the past. 

There are more than a few things along the way that will stand in Marty’s way, 
including Biff the bully, holes in the street, workmen carrying sheets of glass, 
swarms of bees, trash cans . . . 


MANUFACTURER: LJN Enteractive / (212) 243-6565 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are Marty McFly, out to make sure that the girl who one day will be your 
mom meets and falls in love with the boy who one day will be your dad. 


NUMBER OF WORLDS 
There are four important buildings Marty must visit in his quest, plus the streets 
that connect them. Each can include a mini-game and challenge. 


The Streets. Watch out for Biff the bully, who will charge at you. And look out 
for potholes, garbage cans, girls with hula hoops and even for men carrying 
clear panes of glass across the road. 

Arrows: Move Marty Left or Right, or slow him (Down) or speed him (Up) on 
the streets. 

“A” BUTTON: Throws the bowling ball and other special items you can pick 
up on the street. 

“B” BUTTON: Makes Marty jump to avoid an obstacle on the street. 


The Cafe. Food fight! Here Marty has to protect George, the boy who will 
become his dad, from the assaults of Biff and his friend. Marty will stand 
behind the soda counter and try to stop Biff by throwing milkshakes. The A 
button throws shakes, and the B button releases Super Shakes that pushes 
all of the bullies from the screen for a while. You'll start with just one Super 
Shake, but watch for new ones that the waitress will put down on the counter. 
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The bullies will throw ice cream at you; avoid the stuff or you will lose some 
time while you clean it off your face. 


Your goal is to keep the bullies away from George; if they make it to him, he 
won't ask Lorraine out to the dance. 


ARROWS: Move Marty up and down behind the soda fountain counter. 
“A” BUTTON: Throws milkshakes. 
“В” BUTTON: Activates the Super Shake. 


The School. Oh boy! Lorraine thinks that Marty is very cute, and she wants to 
be with him instead of George. 


Your goal here is to block 100 of Lorraine's kisses, which she will throw at 
you with all of her might. Move back and forth behind the desk; don't leta single 
one through, or bye-bye Mom and Dad. 


ARROWS: Move Marty back and forth behind the desk to avoid the incoming 
kisses. 


The Dance Hall. You've saved George and fended off Lorraine; now you have 
to get them to kiss at the dance. 


Marty is transformed into the backup guitar player for the band at the 
*Enchantment Under the Sea" dance. Your assignment here is to keep up with 
the other members of the band; the better they play, the more romantic the 
atmosphere at the dance. Yes, folks, the more romantic the atmosphere the 
higher goes the "Love Meter." When it reaches the top, you're almost (or they 
are) made in the shade. 


ARROWS: Move Marty Up, Down, Left or Right. 


The Courthouse. Now everything is the way it is supposed to be, except that 
you have got to get back to the courthouse by 5:05 pm in order to get your 
race car, err . . . time machine, energized and Back to the Future. 


You've gotto drive your car at exactly 88 mph just as the lightning bolt strikes 
the clock tower. Along the way, you'll have to drive carefully to avoid the 
various obstacles and errant lightning bolts. 


ARROWS: Up makes the car increase speed; Down slows the car. Left and 
Right move the car in those directions. 


NUMBER OF LIVES: 4 to start 


TIMING 
You'll start each life with 200 ticks on the on-screen clock. You've got that 
much time to run down four blocks of the street. As time goes on, the family 
photograph at the bottom of the screen will begin to fade; when it is completely 
gone, a life will be lost. The whole quest must be completed by 10:05 p.m. 
Friday night. 
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You can restore some of the image to the photograph by grabbing the clocks 
you will see on the screen as you run down the street. Collect 100 clocks and 
the photograph is completely restored for the moment. 


POWER PLAYER HINTS 
Keep an eye on the waitress in the Cafe. She’ll bring you valuable Super Shakes; 
you don’t want to interfere. 


Back to the Future is a trademark of Universal City Studios, Inc. © 1985 Universal City Studios, Inc. 
Game pak © 1989 LJN Toys, Ltd. 


The Battle of Olympus™ 


AGE: 6 to 16 
DIFFICULTY: Hot Dog 
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It's nice to have an adventuring game with a setting other than some Asian jungle 
or urban battlefield. That's the case with the new game, “The Battle of Olympus,” 
due out at the end of 1989. The game can also get personal with you: tell it your 
name at the start of the game, and it will call you by name as you play. 

The game is set in the village of Elis in ancient Peloponnesus, a region of Greece. 
Elisis the home of the fabled beauty Helene and her gentle but brave lover Orpheus. 
In the legend followed by the game, Helene dies a tragic death after she is bitten 
by a venomous serpent. 

Poor Orpheus, deep in his grief, hears the voice of Aphrodite, the goddess of 
love. He is told that Helene has not really died, but instead her soul has been taken 
away by Hades, the god of the nether world of Tartarus, so that he can make her 
his queen. 
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Fragments of Love have been entrusted to the three nymphs at the time of 
Helene’s abduction. The nymphs have gone into hiding from the Henchmen of 
Hades, and you must find them and collect all of the fragments. When you have 
done so, you will be able to hear the message of Helene’s love, which will 
encourage you and give you important clues to the solution of the game. 

For mythology fans, the story appears to be vaguely related to the Greek legend 
of Orpheus in the Underground. The story is no more realistic than most of the 
other adventuring games for the Nintendo system, but it does draw on classical 
mythology. Perhaps the game will convince some players to read some of the books 
of Greek mythology to learn more about the rich literature that has been handed 
down over the centuries. 

In this game, Orpheus sets out on a brave quest to save Helene. This is, at heart, 
yet another quest game. However, what makes it unusual, fun and perhaps even a 
tiny bit educational is the setting. What other Nintendo game has you collecting 
olives, salamander skins and fragments of love collected from the nymphs? 

We worked with preproduction materials for this game. 


MANUFACTURER:  Broderbund / (415) 492-3200 
NUMBER OF PLAYERS: 1 
CHARACTERS: You are broken-hearted Orpheus, in search of fair Helene. 


CONTROL PAD 

Arrows: Use the Left or Right arrows to move in those directions. The Up arrow 
is used to climb the stairs or to go into a cave or entrance. The Down arrow 
is used to descend stairs or to sit down. You can pick up an item by moving 
directly over an item and crouching down or by jumping onto the item. 

“A” BUTTON: Makes Orpheus jump. The longer you hold down the button, 
the higher he will jump. 

“B” BUTTON: When you approach someone and press this button, you will 
be able to listen to that person. If you have selected a weapon, pressing the 
B button will cause you to attack. 

Select: Enables you to use a special item. 


PAUSE 
The Start button will pause the game and display the item selection subscreen. 


NUMBER OF WORLDS 
Inorder to save Helene, you’ ll have to guide Orpheus through eight lands before 
you reach Tartarus. The journey begins in Arcadia, a secluded village and then 
progresses to: 


Peloponnesus. A mysterious maze forest, with a swamp where the almost-un- 
killable serpent Hydra lives. 
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Crete. Here you'll find the labyrinth of the Minotaur. 

Attica. The location of Elis and Athens. 

Laconia. The ruins of a great palace and also the location of a legendary 
undersea cave. 

Phrygia. The ruins of a complex maze, with both inner and outer areas. 

Argolis. A region of treacherous caves and valleys. 

Phthia. An endless mountain range at the entrance to Tartarus. 

Finally, there is Tartarus, the nether world. 


NUMBER OF LIVES 
When the physical stamina meter reaches 0, the game is over. 


WEAPONS 
You'll start your quest armed only with a Club, but will be able to pick up a 
number of special items through the course of the game. The items include 


Sword. More powerful than the club, but still merely ordinary. 

The Staff of Fennel. This is no ordinary stick. It is capable of emitting the Fire 
of Prometheus, which allows you to attack the enemy from a distance, burn 
down certain obstacles or light up the inside of a cave. 

Divine Sword. The most effective weapon for attacking, it gives you the Power 
of Argus which is pretty sharp. However, using the Divine Sword will use 
up your physical stamina until you obtain the Bracelet of Power. 


SPECIAL ITEMS 
The basic special items you will come across in this game sound like the 
ingredients for some ancient Greek drink. They will help your character with 
his health and strength. 


Ambrosia. The food of the gods, it will restore your physical stamina as well 
as increasing your maximum level of physical stamina. 

Bay Leaves. You'll obtain these when you defeat certain enemies; they will 
restore some of your physical stamina. 

Golden Apple. When you eat one, damage inflicted by enemies will be reduced 
by half. : 

Nectar. The drink of the gods, it will restore you physical stamina to the current 
maximum level. 

Olives. You'll receive olives when you defeat enemies; they can be used as 
money. 


These major special items are scattered about, or are available from each of. 
the gods or goddesses when you pay them a visit: 


Bracelet of Power. A nice piece of jewelry, doubles the attacking power of. 
your weapons and also prevents you from using up physical stamina when 
you employ the Power of Argus. 
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Harp of Apollo. Use the harp at the Monolith of the Sun to fly on the wings of 
Pegasus. 

Key. And what are keys used for? 

Moon Crystal. Use it to call the moon. 

Ocarina. Played by the sea, you will gain the power of Poseidon. 

Salamander Shield. Protects from flames. 

Sandals of Hermes. Super sneakers, you'll be able to jump higher and even 
reach the ceiling. 

Shield of Athena. Defends against enemy attacks. 

The Eye of the Graeae. Your basic crystal ball. 

Trojan Pitcher. A place to store nectar. 


THE GODS 
Hey, why bother going on a visit to ancient Greece without stopping in and 
meeting the gods? Here are the principal ones in this game: 


Zeus. The king of the gods, you must go to him first. Don’t mess. 

Athena. The beautiful goddess of wisdom and battles, which sounds like an 
illogical combination but there it is. 

Ares. The god of war and fighting. 

Poseidon. The ruler of the sea. 

Apollo. God of the sun and art. 

Hephaestus. God of metalworking and handicrafts. 


ENEMIES 


The enemies, otherwise known as The Henchmen of Hades, include 


Cerberus. This is quite some watchdeg! A three-headed growler who guards 
the entrance to the nether world of Tartarus. 

Centaur. Half man, half horse (we guess he doesn’t need a jockey to enter a 
race), he attacks with a bow and arrow. 

Cyclops. A giant one-eyed people smasher, he throws rocks . . . boulders, 
actually. 

Gaea. Speaking of pebbles, this is the rock giant. 

Graeae. Three ancient goddesses of the sea who share one eye and one tooth 
among them. They'll appear and disappear and try their evil magic on you. 

Hydra. A nasty serpent, the legend says that its head will grow back eight times 
when cut off. Try nine times. 

Lamia. A vampire with the upper body of a woman, built like a serpent from 
the waist down. The Lamia also uses a bow and arrow. 

Lion of Nemea. A vicious lion who lives in the caves of Olympus. 

Minotaur. A fearsome fighter with the body of a man and the head of a bull, 
he carries an ax. 

Siren. A beautiful woman from the waist up, she is a fierce bird with razor sharp 
claws below. The Siren’s Song is irresistible—and dangerous. 

Talos. This giant needs no armor, since he is entirely made of brass anyway. 
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| ALWAYS WANTED TO KNOW 
Tell me a little more about mythology of ancient Greece. We're so glad you 
asked. Here are a few of the stories behind the story. This game does not 
necessarily follow the mythology very closely. 


The Graiae. According to mythology, the names of the goddesses were Enyo, 
Pemphredo and Deino. Although once beautiful they now have gray hair, 
hence their name. The legend says that Perseus was able to bargain with them 
by stealing the eye as it was passed from one to another. 

Hephaestus. This game identifies him as the god of metalwork and handicrafts, 
which makes him seem like someone you would meet at a craft fair. His 
actual title was God of Blacksmiths. He was originally a thunder god, he is 
unusual in Greek mythology because he had a deformity that made him limp 
and was also renowned for being extremely ugly, which made the other gods 
laugh at him, including his mother Hera. But he got his revenge: he built a 
beautiful golden throne for Hera, but when she sat on it she found she was 
trapped. Hephaestus refused to let her out until his demands were granted, 
including that the most beautiful goddess Aphrodite become his wife. Way 
to go, Hephaestus. 

Poseidon. This guy was once in charge, ruling the heavens and the earth, but 
he was pushed aside by Zeus. And so he had to settle for ruler of the waters 
(although he held a part-time position as god of earthquakes, fertility and 
vegetation). As part of his job ruling over the lakes and rivers he was 
constantly battling with the gods who owned the coastal lands; he dealt with 
them by launching fierce storms from the sea to steal away bits and pieces 
of the land. 


How can I learn more about the ancient myths? Go to your library or 
bookstore. Some of the stories you'll read are much more fantastic than anything 
you'll read about in a Nintendo game manual. 


USING PASSWORDS 
Players can return to earlier games by entering the passwords they obtained (the 
passwords are called the “word of god” in this game). 


POWER ZOOMING 
There are two ways to continue playing once your hero has lost his life. They 
are 


Continue. You will be returned to the starting point of the current area, but the 
number of olives you have collected will be reduced by half. 

Retry. You will be able to resume the game from the point you were at when 
you last heard the “word of god.” You will retain all of the olives, special 
items and physical stamina you had at the time you received the password. 
Note that you will not be able to Retry if you have not received the password, 
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and that if it has been some time since you heard the word of god you may 
end up dropping way back in the game. This is a good reason for regularly 
stopping to receive a password. 


The Battle of Olympus is a trademark of Broderbund Software, Inc. © 1988, 1989 Imagineer Co., Ltd. 
© 1988, 1989 Infinity. © 1989 Broderbund Software. 


Casino Kid™ 


AGE: 8-Adult 
DIFFICULTY: Novice-Hot Dog 
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So what's wrong with a little greed? That's what Sofel asks in the promotional 
materials for its new game, Casino Kid. That's an unusually honest question for a 
gambling come-on. 

This game is, at heart, a poker and blackjack casino game. But the designers 
have added a bit of “personality” to the competition. You'll get to explore the 
casino, meet the characters" who work and gamble there. There's even a maze 
set among the blackjack and poker tables you'll have to navigate. 

Inthe poker games, you will compete against other computer-controlled players; 
in blackjack, it's you against the dealer. The rules of the game here are the same 
as they are in most Las Vegas or Atlantic City casinos, and this is not a bad way 
to practice your skills cheaply. 

There are some very nice graphics here, including a video version of one of the 
famous neon alleys of the Las Vegas strip. (The sign reads *Golden Crumb" instead 


30 Ultimate Unauthorized Nintendo Game Strategies, Volume 2 


of “Golden Nugget.") There's also a bright and sprightly electric piano-like musical 
track, although it does become rather repetitive. 

Each successive game is more difficult than the previous one. If you can beat 
16 different opponents and win a million dollars, you'll get to challenge the Casino 
King for his title. 

Sofel calls its product line, “Little games for big kids,” which seems appropriate. 
Coming titles include *Wall Street Kid" for another kind of gambling. 

You begin the game with $500. You can start with either poker or blackjack, but 
you must find your way around the casino maze to the proper tables in the right 
order. If you can beat your opponent, you will return to the casino map and search 
for your next gaming challenge. 

Each opponent you play will be more skillful and wealthier than the last. Each 
game goes on until your opponent—or you—walks away with the other's cash pot. 

It is valuable to talk to the people you meet in the casino; they can offer 
information on the proper order for the maze. Ask the Bunny Girls for information 
on the order of blackjack tables; ask the tourists for information on the personalities 
of the poker players, and where to find them. 


MANUFACTURER: Sofel / (213) 458-3916 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are the Casino Kid. You'll also meet a bunch of geeky tourists, “Bunny 
Girls" carrying trays of drinks and mostly grim dealers. 


CONTROL PAD 

Arrows: Move the kid around the casino and are used to enter betting amounts. 

“A” BUTTON:Press the A button to talking with someone you meet in the 
casino. Use the same button to start a blackjack or poker game. To start 
blackjack you'll have to find the right dealer; other dealers will ignore you 
or babble on without starting a game. To start poker, you'll need to find the 
correct opponent. 

“В” BUTTON: Used in the poker game to trade in your hand for new cards or 
to fold your hand. 

Select: Can be used to quit your game of poker or blackjack if pressed while 
the "Place an ante” message is displayed. Choose “Final Hand" to exit 
abruptly or “Bet All Money” for a final dramatic pass at the table. Your 
opponent, though, may not accept your request to quit. 


BETTING 
You can select the value of your chips by using the Left or Right arrow keys. 
Then, you can choose the amount of your bet by using the Up or Down arrows. 
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Note that each game will have a minimum and maximum betting range. And, 
you cannot bet more money than you have. 


POKER 
The object of poker is to win the “pot” of money bet on each hand. You win a 
hand by ending up with the highest value set of cards. Here are the rankings of 
poker hands, from the lowest value to the highest. 


High card. Ace is highest, deuce (2) is lowest. 

One pair. Any twocards of the same value. A pair of deuces is the lowest value, 
a pair of aces the highest. 

Two pair. Two sets of pairs of cards. If both-players have two pairs, the hand 
with the highest value pair or the two highest value pairs wins. 

Three-of-a-kind. Three cards of the same value. Three aces is the 68 set 
here; three deuces the lowest. 

Straight. Any five consecutive cards, regardless of suit. For example: 3 of 
Hearts, 4 of Diamonds, 5 of spades, 6 of spades and 7 of Clubs. 

Flush. Any five cards of the same suit, regardless of their face value. For 
example: 3, 5, 6, Jack and Ace of Hearts. 

Full House. A combination of three-of-a-kind and a pair. In case of a tie, the 
player with the highest value set of three wins. . 

Four-of-a-kind. Four cards of the same value. 

Straight Flush. A combination of a straight and a flush: five cards, in order, all 
of the same suit. 

Royal Flush. The champion and rarest hand of the poker game: A straight flush 
running from 10 through Ace. 


The style of poker played in this casino is Draw. Each player is given five 
cards; in a real game, you would receive your cards face down and keep them 
secret from your opponent. In the Nintendo game, your cards are dealt face up 
while your opponent’s are hidden. 

To begin the game, each player must put an "ante" into the pot. The ante is 
an opening bet which is forfeited if a player “folds” before further betting. 

When you look at your hand, you may choose to make a bet or drop out (fold). 
You must bet at least the minimum amount for the round, but less than the 
maximum. If you place a bet, your opponent can “see” your bet (wager an equal 
amount), “raise” your bet (match your bet and wager additional money) or 
“fold” and drop out. If your opponent raises your bet, you have the same three 
choices: see, raise or fold. Each player can raise a bet as many as three times 
per round. E 

After the first round of betting, the poker dealer will ask you which cards you 
want to hold; use the arrow keys to move the cursor to the cards you want to 
keep, and then press A button to select. Press the B button to have the dealer 
change the remaining cards. 

There is one more round of betting after the change of cards. Again, you may 
bet or fold and your opponent can sce your bet, raise it or fold. 
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The cards are then automatically turned over and the computer determines 
which player has the best hand. 


BLACKJACK 
The object of blackjack is to end up with a hand of cards coming as close to 21 
as possible without exceeding that value. 

Each card has the numerical value shown on its face; for example, a 3 is worth 
3 points and a 7 is worth 7 points. Jacks, Queens and Kings are each worth 10. 
The Ace can be counted as a 1 or as an 11. 

A “blackjack” is a two-card combination of any ace with a 10, Jack, King or 
Queen. 

The dealer deals two cards to you and two for himself. The first of the dealer’s 
cards is show face up. 

If you think your cards are high enough, you should choose to “stand” and 
not ask for another card. If you want to try to raise the value of your hand, ask 
for a “hit.” 

According to the house rules of the casino, the dealer must stand on any cards 
totalling 17 or more, and must hit on any total of 16 or less. 

If you end up with the same number of points as the dealer, it is a “push” and 
your bet is returned. If you end up with a higher total than the dealer, you will 
be paid an amount equal to your bet. If you have a blackjack, you will be paid 
$3 for each $2 you bet. 

There are also a number of special plays in Blackjack that allow you to 
increase your bet or improve your chances of winning (or at least, not losing) 
money. They are 


Splitting Pairs. If your first two cards have the same value, you can split them 
into two hands and play them separately. Your bet is doubled automatically. 
You will then receive an additional card for each hand. If you are splitting a 
pair of Aces (a good hand to split), you will be allowed to draw only one card 
on each hand. If, after all of this, the dealer ends up with a Blackjack, you 
will lose only the money bet on the original hand. 

Double Down. If you think you have a really hot hand, you can elect to double 
your bet. If you do so, you will be allowed to draw only one more card. You 
cannot double down if you already are showing a Blackjack. If the dealer 
ends up with a Blackjack, you will lose only the original amount bet. 

Insurance. If the face-up card of the dealer is an Ace, there is a good reason to 
worry that he or she has Blackjack. You may choose to purchase insurance 
after the initial deal—the dealer will offer this to you automatically. If you 
take the insurance, you are betting that the dealer has a 10, Jack, Queen or 
King asa face down card. The house rules for Casino Kid charge half of your 
original bet as insurance, and pays off at two-to-one if the dealer has 
Blackjack. In other words, if you purchase insurance and the dealer does have 
Blackjack, you will not lose any money on that round; if the dealer does not 
have Blackjack, you lose your insurance bet and the round continues. 
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NUMBER OF LEVELS 
There are 16 tables—8 poker and 8 blackjack. You’ll need to clean out all 16 
in order to get a chance to play against the Casino King. 


| ALWAYS WANTED TO KNOW 
How dol start this thing? Look for Joseph in the southeast corner (bottom right) 
for an unfriendly game of poker, or Lisa in the south (bottom center) for a 
flirtatious game of blackjack. 


POWER PLAYER HINTS 
In poker or blackjack, you can speed through the dealing of the cards by pressing 
the A button when the dealer begins. 
See the chapter on another game, Vegas Dreams, for some tips on blackjack 
strategy. 


USING PASSWORDS 
Pressing the Select button from the casino map will display a password. Write 
it down; you can re-enter the casino at a particular point with your current 
winnings at a later time. As you get further into the game, you may want to 
obtain the password before any game you play, order to be able to continue your 
game if you lose your shirt in the next competition. 


Casino Kid is a trademark of Sofel Corp. © 1989 Sofel Corp. 
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The Chessmaster" 


AGE: 6 to Adult 
DIFFICULTY: Novice-Master of the Game 


Chess is the original military simulation game. And The Chessmaster brings a 
highly advanced computer opponent to your Nintendo screen. 

This is an excellent way to learn the basics or hone your skills as a chess player. 
The game follows all of the classic rules of the game. 


MANUFACTURER: Hi Tech Expressions / (212) 941-9703 
NUMBER OF PLAYERS: 


1 or 2. In one-player mode, you challenge the computer; in two-player mode, 
two humans play chess, with the computer serving as referee. 


CONTROL PAD: 
Arrows: Moves the hand and the selection arrow. 
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“A” BUTTON: Used to pick up and release the chess pieces, or to select menu 
items. 

“B” BUTTON: Used to enter the Take Back/Replay modes. 

Select/Start: Switches back and forth between the Chessboard and the Menu. 


LEVELS OF PLAY 
There are 14 levels of difficulty. 


PLAYING CHESS 
The role of the NES Controller is to give you an electronic hand on the screen 
to pick up and move chess pieces. Use the arrows to bring the hand over the 
piece you want to move, and then press the A button to pick it up; move the 
hand to the location you want to move to and press the A button again. 
You must follow all of the rules of chess; The Chessmaster will inform you 
if you attempt to make an illegal move. 


SPECIAL MOVES 
To make a Castling move, use the hand to move your King two squares toward 
the Rook (also called the Castle); the computer will finish the move. 

To capture a pawn en passant, move the pawn to the square just past the 
enemy pawn. 

If you succeed in moving one of your pawns all the way to the eighth row, 
you will be permitted to Promote the pawn. To make it into a Queen, press the 
Select button. To make the pawn into another piece, use the A or B buttons to 
cycle through the various pieces from Queen on downwards; press the Select 
button when your desired piece is indicated. 


MENU OPTIONS 
Press the Select button at any time to bring up the menu. Your choices include: 


START NEW GAME. Stops a game in progress and begins a new one. 

PLAY AGAINST CHESSMASTER. Selects a computer opponent. 

CHESSMASTER PLAYS SELF. If you'd like to watch the computer work 
its way through a game, select this option. 

PLAY AGAINST ANOTHER HUMAN, This option instructs the NES to 
serve as referee between two human opponents. 

CHANGE SIDES. This option allows you to swap places with the computer 
in mid-game. You can also use this selection at the beginning of the game if 
you want to use the Black pieces instead of the standard White pieces. 

FORCE CHESSMASTER TO MOVE. Choosing this option will interrupt 
the chessmaster’s “thinking” time and make the computer move at once. 

TAKE BACK/REPLAY. When you shift into this mode, you will be allowed 
to take back some or all of the moves made thus far. Access to this mode is 
also available directly from within the game by merely pressing the B button. 
Press the B button to take back a move; 

Press the A button to replay a move; 
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Press Select to resume ordinary play. 

SETUP MODE. This option allows you to put the pieces of the board in any 
legal arrangement. You can use this mode to examine some of the great chess 
openings or conclusions—you'll find many of them listed in books about 
chess. Or, you can create your own interesting scenarios. 


Use the arrow keys to move the hand over the available pieces in the Grab 
Bag at the right side of the board. Pick up the piece using the A button, move 
the hand over the board to the position you want and then press the A button 
again to drop the piece. 

In order to follow the rules of chess, you must have a single King on the board 
and pawns cannot be placed on the first or last rows. You also cannot place more 
Queens, Rooks, Knights or Bishops on the board than there are missing Pawns 
(you must act as if your pawns had advanced to the eighth row for promotion). 

Within the Setup mode, you have the following options: 


Clear the Board. Removes all pieces except for the Kings. 

Set up Initial Position. Allows you to place the pieces for a new game. 

Side to Move First is White. Allows you to choose which side moves first. 
This is a “toggle” switch; each time you select it, the starting side will change 
between White and Black. i 

Setup Complete. Returns you to the game. 

Leave and Abandon Changes. Returns you to the game without putting into 
effect any changes you have made in Setup. 

SOLVE FOR MATE. When you are playing against the Chessmaster, you can 
ask the computer to examine the current position and see if a checkmate 
exists. If a solution is found, the moves will be added to the move list and 
you will find yourself in the Take Back/Replay mode. You will be able to 
watch the solution unfold by pressing the A button for replay. 


MENU SETTINGS 
You can choose several special settings for your game, including 


MATE IN X MOVES. This is the setting for the Solve for Mate option. 
Choices range from 1 to 5. 
LEVEL OF PLAY. There are 16 levels of play: 
Newcomer 1 and Newcomer 2. The easiest level of chess in this game. 
Levels 1 through 13. Increasingly more challenging games. The higher the 
number, the more time the computer is allowed to ponder its moves. 
Infinite. The Chessmaster will be allowed to think and think and think until 
you force it to make a move. 
DEEP THINKING ON/OFF. When Deep Thinking is “on,” the Chessmaster 
will be thinking ahead while you are considering your own move. Turning 
Deep Thinking “off” turns off the computer’s brain until its turn. 
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OPENING BOOK IS ON/OFF. When the book is “on,” the Chessmaster will 
be able to consult a library of more than 150,000 classic moves from early 
portions of games. 

TEACHING MODE IS ON/OFF. When the Teaching Mode is “оп,” the 
computer will show you all of the legal moves when you pick up a piece. 
BOARD COORDINATES ARE ON/OFF. When this setting is “on,” a 
display of the chess coordinates for each square on the board are shown along 

the edge of the board. 

WHITE PIECES ON BOTTOM. Selecting this settings rotates the board so 
that White pieces are on the top, bottom, left or right. 


VIEWS 
CHESSBOARD. This is the standard setting, and the board will fill up the entire 
screen. 
WAR ROOM. In this setting, you will see a smaller chessboard along with 
several windows, including: 
Move List. This is a display of the last three moves by each player. 
Thinking. This is a view into the brain of the Chessmaster. The “best” 
heading shows the leading candidates for the Chessmaster’s next move. 
When it is your turn, this window will display a “hint” list of the 
Chessmaster’s judgment of your best move. 
Captured Pieces. This window displays pieces that have been removed from 
the board. 


The Chessmaster is a trademark of The Software Toolworks. © 1989 The Software Toolworks. Game 
pak © 1989 Hi Tech Expressions. 


Dr. Chaos™ 


AGE: 5 to 16 
DIFFICULTY: Novice-Hot Dog 


Dr. Chaos tampered with Mother Nature, and now he is lost in a Warp Zone in his 
laboratory. A defect in the experiment has left his house and lab inhabited by a 
whole world of weird and threatening creatures. 

Michael, the doctor’s brother, sets out to rescue Dr. Chaos. He finds an entry in 
the doctor’s diary: “The Warp Zone can swallow you up at any time. Open one of 
the doors to the warp zone and you will be attacked by these monsters. I have been 
trying to invent machines to stop the monsters but I am not sure I still have time. 
My brother Michael, if you happen to read this diary, you are the only one who 
can stop this situation.” 

To rescue the poor Dr. Chaos (and along the way save the world), Michael has 
to locate 11 different Warp Zones and destroy 11 monsters. 
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When you knock down the Big Boss in each warp zone, a Parts Bottle will 
appear. You'll need to collect ten pieces from the bottles to build the laser needed 
to destroy the eleventh monster, Canbarian. But before you can go into the second 
through eleventh warp zones, you'll need to find the Ultraspace Sensor in the first 
zone. 

In a way, Dr. Chaos is two games in one. The hallway and room portion of the 
game is a very large and intricate puzzle. The Warp Zone is an alien shoot-em-up. 

The winning feature of this game is its varying scenes and challenges. 


MANUFACTURER: ЕСІ / (708) 968-0425 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are Michael, brother of Dr. Ginn Chaos, pioneering scientist who has fallen 
into his own Warp Zone. 


CONTROL PAD 

HALLWAY OR WARP ZONES 

Arrows: Move Michael Up, Down, Left and Right. When Michael is standing 
in front of a doorway and you press the Up arrow, the door will open and he 
will enter the room. 

“A” BUTTON: Makes Michael Jump. 

“B” BUTTON: Makes Michael Attack with chosen weapon. 

Select: Used to select weapon. 
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ROOMS 

Arrows: Moves the hand. Press an arrow key at the same time as the B button 
and you will be able to choose commands on the menu. 

“A” BUTTON: Activates menu items selected. 

“В” BUTTON: Selects menu items. 


SCREEN DISPLAY 
At the top of the screen, you will see a status report on Michael. 

At the top left is Michael’s Life Power meter. 

Nextis a picture of the Selected Weapon, along with the number of available 
bullets. 

The center part of the screen display shows the types of weapons Michael has 
collected. You can change t he selected weapon at any time by pressing the 
Select button. 

The Item registry shows special items collected from the Warp Zones. 

Finally, at top right, you will see the parts of the Laser gun as they are restored 
from Parts Bottles at the end of each Warp Zone. 


NUMBER OF WORLDS 
There are three types of screens in this game: 


Hallway. This opening scene shows the inside of the house. There are three 
floors and basement, with a set of stairs from the first floor to the second floor 
only. To get to the top floor, or down to the creepy cellar, you'll have to find 
a secret way. The hallway is lined with doors to the various rooms of the 
house. Stand in front of a door and press the Up arrow to enter. 

Rooms. There are four sides to the room, marked North, South, East and West. 
(Look in the lower right corner for the indication of where you are.) When 
Michael is in the room, you will see the little white hand icon. Move the hand 
to an item you want to open or get. Select the proper command by holding 
down the B button and using the up or down arrow. Push the A button to 
execute a command. 

Your goal in the rooms is to find weapons, medicines and entrances to the 
warp zones. When your time is up in the room, a monster will jump out of 
an open door and you will have to fight him in the hallway. You cannot 
re-enter the room once a battle is underway. 

Warps. In the rooms, you will find secret entrances to the warp zone, the most 
challenging area of the game. 


NUMBER OF LIVES 
Just 1. You start out with 50 life points, which are reduced each time Michael 
is injured. When the life level reaches zero, the game is over and you can choose 
to continue or read the password for the current level. 
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THE MAP 
With the assistance of the fulltime Dr. Chaos players at FCI, we've put together 
a schematic with some of the most important places to visit in the Dr. Chaos 
game. 

As we have noted, there are 10 parts bottle hidden throughout the house, each 
needed to build the laser gun which is the only weapon that can destroy 
Canbarian. 

You'll need to grab the Ultraspace Sensor first in order to continue with your 
quest; when you have the sensor, it will blink on and off when there is a warp 
door in the wall you are facing. 

Now look at the map and go and get the remaining weapons. We recommend 
you proceed in the following order: 


1. Ultraspace Sensor. Use your sword to defeat the creature. 

2. Air Helmet. Use the machine gun or regular gun to defeat the creature. 
Stay on the ladder. When the creature runs to either the left or right, jump 
down and fire the weapon. Jump back up to the ladder before the creature 
comes back. Keep at it until you are victorious. 

3. Health Bottle. Use grenades to destroy the creature, but grab the bottle 
before you accidentally blow it up. 

4. Jump Shoes. Use the machine gun or regular gun, staying to the right while 
you fire. 

5. Health Bottle. Pick up the bottle first, then use the gun to destroy the 
creature. 

6. Health Bottle. Same as above. 

7. Vest. Grab the vest first, and then go stand in the center of the screen. Fire 
the gun at the creature. When the creature rolls towards you, jump up and 
over it. 

8. Health Bottle. Grab the bottle, then wait until the creature stops spinning. 
Jump down and use the machine gun or regular gun. Jump back up when 
the creature starts spinning and wait for your next chance. 

9. Potion. Use a gun and shoot at the creature to make it open up. When it is 
open, shoot at its skull. 
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10. Potion. Use the machine gun or gun. Shoot the snake head repeatedly to 
destroy the creature. 

11. Canbarian! Gulp! You will find him sitting on the ledge to the right. Get 
down under him, then jump up and hit him in the face with the sword, then 
run back to the left and use the laser to destroy him. 


SECRET WEAPONS 
Michael starts out with a knife, which has just a touch of power. The other 
weapons available to him are: 


Grenade. Throw it and it will explode. Will kill most—but not all—attackers 
on the screen at once. 

Pistol. Better than the knife at distance. You have only a limited number of 
bullets. 

Machine Gun. Even better than the pistol. But don’t use up your ammunition 
too quickly. 

Restored Laser. There are ten parts hidden with each Boss in each warp zone. 
Only when you have assembled the various parts can you hope to kill the 
ultimate monster of this game, Canbarian. 

Vitamin. Find some of these—red, blue and yellow colors—to restore your 
energy level. 


SPECIAL ITEMS 
You'll find a number of Dr. Chaos’ special items hidden away in the Warp Zone, 
the only place where they can be used. They include 


Air Helmet. Gives Michael the breath of life while he is underwater. 

Jump Boots. There are some places Michael cannot reach without the aid of 
these high-kicking shoes. 

Parts Bottle. A container for the parts of the Restored Laser. 

Shield Suit. Protects Michael against some of the attackers he will meet in the 
Warp Zone. 

Ultraspace Sensor. The key to the Warp Zones. Look for it first, or else you 
won’t be able to get into the Warp Zones and won’t be able to accomplish 
your task. 


ENEMIES . 
The bad guys will come at you in the hallways and the warp zones. Select a 
weapon (you start the game with a dagger) by pressing the Select button, and 
then attack by pressing the A button. Here are some of the things you will meet: 


Room Monsters 


Big Lady. She’ll try to smother Michael, and not with kisses. Hard to escape 
from. 

Franken. The most powerful room and hallway guy. He attacks hard, and 
Michael will find it hard to get away from him. 
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Hallway Monsters 


Mouse. Creeps along the floor. Jump over him, or duck down and dispatch with 
a dagger. 

Omen. He's not as cute a little guy as he appears. He'll try to attack. 

Smork. Spins around and gets in the way, but doesn't attack. 

Vampire Bat. Annoying, but easily killed with a dagger. 


Warp Zone 


Elephant. That's his name, although he stands on two legs. Hasa lot of attacking 
power. 

Flying Skeleton. That's what he is, a troublesome bony bird. 

Skull. Moves quickly, but is not very strong. Watch out—some of them will 
explode. 

Slime. Yucch. 


I ALWAYS WANTED TO KNOW 
What is the purpose of the "Hit" command in the rooms? To hit, of course. Try 
selecting it and moving the hand against the walls, picture frames or other 
objects. Something might open up or fall out. 

I am desperate! How do I find a Warp Zone? Dear Desperate: Keep knocking 
on those walls. Specifically, enter into the third door on the first floor of the 
house—its the last one you'll come to before the stairs to the second level. Open 
the door, and enter the North Wall room (look at the indicator at the bottom 
right of the screen.) Change the mode to Hit, and then pound away just above 
the little table and voila! You'll punch a hole to the first Warp Zone. But 
wait—before you enter, you might want to go around and collect a whole bunch 
of weapons and other items before you try your luck. There's a grenade on the 
South Wall you might want to snatch. 

Where in the world are the other Warp Zones? Well, first of all, you need to 
get the Ultraspace Detector from the first Warp Zone. Then you need to search 
through the rooms. Some of the warps are in closets and doorways. When in 
doubt, make your way to the North walls and hit them. 

How do! get the Ultraspace Detector? Boy, are you ever demanding! Okay, 
here's the scoop: to get the Ultraspace Sensor, go left to the third door from the 
way you came in. Enter the room and then face west (left). Open the door with 
acommand and then go through the door into the next room. Now make a right 
turn to face north. You'll see a window above a couch; open the window and 
go through. You are now in the warp zone, and the sensor is near. 

As long as you're in the mood, how about hints on finding the Air Helmet? 
Hey, why not? Go to the 5th door on the first floor, except that to do that you 
actually have to enter the 4th door first. Turn west, use the Hit command to 
knock a hole on the west (left) wall. Once the hole is there, take the Go command 
and you will be in the fifth room. Now, turn to the north. The warp zone is on 
the north wall. 
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SUPER SECRET! 
It’s very easy to get lost in this game, which is why we recommend you draw a 
map. But the game is a bit of a help here: look at the color of the walls for a 
clue. Here’s the key: 


Grey. Cellar. Brown. First floor. 
Green. Second floor. Red. Attic. 


Who’s that knocking on the wall? The doors are not the only ways to get into 
the rooms. 

In fact, it is important to understand that many of the various rooms are 
interlinked. Each room will have an exit back to the hallway, but many will also 
have secret passages to other rooms. Here are a few: 


First Floor, Third Door in from the Entrance. This is the location of the First 
Warp Zone, as we know already. It also contains a door to the last room to 
the right of the second floor. 

Second Floor, Last Door to the Right. Contains a door to the left side of the 
attic. 

Attic, Left Side. Has a secret door that will take you to room 6 on the second 
floor. 


In this game, there is a difference between an ordinary Continue and a Continue 
after you have received the Password. See the Power Zooming section of this 
chapter for details. 


POWER PLAYER HINTS 
You’ve got to draw maps. There are doors that go nowhere, rooms without 
doors, secret passageways and traps. 
Don’t waste your ammunition unless you have to use it; avoid as many 
attackers as you can. 


USING PASSWORDS 
At the end of each game, you have the option to continue, or to receive the 
password for the highest level you have achieved. Once you receive the 
password, you can exit the game, or you can continue. 

If you choose to Continue, you will resume play at the start of the level where 
you just ended. However, you will not be able to use the items you collected in 
the previous game. 

If you choose to re-enter using the Password, you will again resume play at 
the start of the level where you just ended. You will, though, be able to use some 
of the items you collected. To take this second option, move the cursor to 
Password, and then press the A or B buttons. 
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POWER ZOOMING 
Press the Start button and then press the A or B buttons. The password will 
appear on the screen; write it down to re-enter the game at this level at a later 
time. 


Dr. Chaos and FCI are trademarks of Fujisankei Communications International, Inc. O 1988 
Fujisankei Communications International, Inc. 


Dragon Warrior" 


Age: 5-Adult 
Difficulty: Apprentice-Hot Dog 


The Kingdom of Alefgard has been plunged into darkness by the theft of the balls 
of light from Tantegel Castle. The culprit, the evil Dragonlord, has retired to 
Charlock to lord over his miserable captives. The land has been taken over by 
monsters, ghosts and dragons. 

But King Lorik XVI knows that his ancient ancestor, King Lorik the original, 
once called upon a brave warrior named Erdrick to rescue his land. So Lorik the 
latest calls upon you—the descendant of Erdrick—to help again. 

Dragon Warrior is yet another dungeon/cave, dragon/monster, spell/potion role 
playing adventure. Its distinction, though, comes from the deep, deep depth of the 
game. This is probably the most complex and demanding adventure since the Link 
series; it may go even deeper—we haven't found bottom yet. 
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Now we know that not every Nintendo game player gets excited about this sort 
of conquest adventure. If you are one of the millions who do enjoy this sort of 
challenge, realize that this is a game that exercises the muscle between your ears 
rather than your trigger finger. Think about it. 

This game was a huge hit in Japan, spawning three sequels, so we can expect 
that we have just seen the opening pages of this ancient adventure story. 


MANUFACTURER: Nintendo / (206) 885-7529 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are a descendant of the valiant warrior Erdrick, who saved the realm of 
Alefgard from evil once before. 


CONTROL PAD 

Arrows: Move characters Up, Down, Left or Right. Also used to move the 
flashing onscreen cursor in the command window in the direction of the 
arrow used. 

“A” BUTTON: Brings the command window to the screen. Use the arrow pad 
to move the cursor to the command that you want to issue, and then press the 
A button again to issue the command. If you press the A button when the 
down cursor is flashing in the text window, the next text window will be 
displayed. 

“B” BUTTON: Press this button to cancel a command. 


PAUSE 
The game is automatically in a pause anytime you press the A button to bring 
the command window to the screen. Press the B button or begin moving your 
character to bring the game to life. 


PLAYING THE GAME 
Atthe start of the game, your first assignment is to decide whether to start anew 
character and quest or to resume play from an earlier quest. You can create as 
raany as three characters for storage in the game pak's memory. 

You can also erase an existing character if you want to start over. Beware: 
once a character and his or her attributes is erased, the character cannot be 
retrieved. And, it is possible to copy a quest from an existing character to a new 
one. See Super Secret for a use for this feature. 

If you are creating a new character, you will be given the opportunity to enter 
a name. Take your time and spell the name exactly as you want it to appear; 
some of the characters in the game will address you by this name later on. 

You can also choose a Message Speed, that controls how fast the characters 
appear on your screen. Your options are Fast, Normal or Slow. 
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Now talk to the King if you're just beginning. He'll give you greetings, a bit 
of the story and a hint or two. 

You will start the game in a closed room with a group of the King's soldiers 
and three treasure chests. Talk to each of the soldiers and then go and collect 
each of the chests—they contain gold, a torch and the key to get out of the room. 

Once you open the door, you can set out on your journey. You'll need to 
descend the stairs to the ground floor of the castle. 

From the entrance to the castle, you will be able to see the town of Breccon- 
ary; go there and head right for the weapons store and spend some of the gold 
you just received. (The store is to the north, or top of the screen.) 


NUMBER OF WORLDS 
There are 6 areas of Alefgard plus the vast open Sea. They include 


The Plains. These flat, open grassy areas are generally safe with few monsters. 

The Forests. It's okay to walk about here, but beware: watch out for monsters 
hiding behind the trees. 

The Mountains. Not the best place fora stroll. It's slow going here, and there 
are lots of enemies here. The steepest of the mountains are impassable. 

Poisonous Swamps. You don't want to go here unless you have to; each step 
you take costs two hit points. Use herbs and spells to keep your life force 
high. 

Entrances to Caves. When you arrive at one of these openings, your character 
will enter the cave. It's dark in a cave: bring a torch. 

Castles and Towns. The key to the game will probably be found in one of the 
outposts of civilization you will enter. Look for houses with Roofs. All such 
houses will have an entrance somewhere. Watch out for Barriers. You will 
suffer 15 points of damage if you step on one; there may be times when you 
will need to purposely use up some of your strength to get past one. You'll 
need the Key and the Door command to open the Doors you will come across. 

Shops. These are an essential part of your quest. When you come to one, go 
directly to the Shop Counter to talk to the shopkeeper. You can purchase 
items with Gold that you have accumulated; you can also sell off some of the 
items you have bought to raise some cash. Items sold will bring half of what 
you originally paid for them. There are five types of stores you will come 
across: 

General store. Here you can buy torches for the caves, herbs to restore life 
power and other special items. 

Inn. You'll need to check in for a good night's rest every once in a while to 
restore HP and MP expended on your quest. Each of the various inns will 
charge different rates for their services. 

Key Cutter. Here you can buy magic keys that can open any door. 

Magic Water Store. Great stuff if you can find it; it will protect you from 
monsters. 

Weapons store. Arms and armor are available at several shops in Alefgard, 
with a different selection at each one. 
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NUMBER OF LIVES 

There’s just one life for your character, but you should be able to regularly 
recharge HP points. HP will go down as the enemy hits you; when the number 
reaches 0 the game is over. If your life force reaches a low level, you can restore 
it to its maximum by staying at an Inn. The maximum Hit Points you can carry 
will increase with each level, allowing you to survive more and more damage. 
If you actually hit 0, your game is over; you will be able to resume, but it will 
cost you half of the gold you have accumulated. Or, you can re-enter the game 
at the last level you saved. See the Power Zooming section for details. 


ENEMIES 
There are more enemies in this game than you can shake a stick at. Here are just 
a few of them: 


Green Slime and Red Slime. These are the 1ust bad guys you are likely to meet. 
Neither one is particularly powerful, although the red ones are a bit tougher. 
When you meet them you won't have much power yourself, but you really 
should stand and fight to gain needed experience points. 

Drakee. These dragon babies can get annoying. Beat them off with a club or 
use the Hurt spell. 

Ghost. You'll need a bit of power to get past these laughing creeps. 

Magician. He'll pounce on travelers who stray too far from the relative safety , 
of Tantegel Castle. The Hurt command will work well. 

Magidrakee. Every bitas ugly as the Drakee, this guy can also cast Hurt spells. 

Scorpion. A nasty guy, you can put him into permanent dreamland by using the 
Sleep command then using your club. 

Skeleton. A tough bag of bones, try the same trick that works on the 5сб Оп: 


ENTERING COMMANDS 
There are two modes for commands in this game, Walkabout and Fighting. The 
names are pretty obvious: Walkabout mode is when you are, well, walking 
about; Fighting mode automatically occurs whenever you, uh, fight. Fights will 
happen when you leave a castle or town. Here are the orders you can issue. 


Walkabout Mode 


Talk. Face your character in the direction of the person you want to speak to, 
and then issue this command to talk. The person must be right in front of you. 

Status. Displays how much strength you have. 

Strength. The rating here will increase as your game level goes higher. 

Agility. The higher the level you reach, the faster your character can travel. This 
helps you avoid the enemy or attack with speed. 

Attack Power. The higher the rating here, the more damage you will be able 
to inflict on monsters. Your power will increase with your strength and the 
number of weapons you have collected. 
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Defend Power. The higher the rating here, the less damage you will feel from 
an enemy's attack. 


Other information about your status is displayed in the smaller Status Window 
on screen. Here you'll find out about the following: 


Level. The game begins at level 1, and as you progress into the game to later 
levels your strength and experience will increase. 

HP. Hit Points is an indicator of your remaining life force. HP will go down as 
the enemy hits you; when the number reaches 0 the game is over. Remember 
to go to the Inn to restore your life force. 

MP. Magic Points is an indicator of your power to cast spells. Each time you 
cast a spell, your points will decrease. Staying at an Inn will restore your MP 
to their maximum. 

G. This is a register of how much Gold you have collected. You will receive 
gold for each monster you defeat; with enough gold, you will be able to 
purchase weapons, armor and other items. 

E. This is your Experience level. The more enemies you defeat and the more 
nasty the enemies, the more experience you will gain. With more experience, 
your game level and strength will also increase. 

Stairs. Issue this command when your character is on the stairway to climb or 
descend. 

Door. If you have the key, you can issue this command to open a locked door. 
Each door requires a key, and keys can only be used once. 

Spell. Select this command and then use the arrow pad to choose the spell you 
want to issue. Then press the A button to cast the spell. You can only cast a 
spell if you have collected it on your journey. 

Item. Select this command to use any of the items you have collected. Use the 
arrow pad to choose the item you want, and then press the A button to use 
it. 

Search. Issue this command to search the arca directly at your feet. 

Take. Issue this commands to open Treasure Chests and take whatever is inside. 
You must be directly over the chest. 


Fighting Mode 


Fight. You can use any weapons you have acquired in a fight. If you have no 
weapons, you can try to defend yourself with your fists. Most enemies will 
require more than one blow. 

Run. If you don't think you can defeat an enemy without suffering too much 
damage in the fight, then you should run away. 

Spell. If you've got the proper spell, you can afflict the enemy in this way, or 
heal one of your wounds. ; 

Item. Applies the herbs you have collected to recover your life force. 
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SPECIAL ITEMS 
You will find, or be able to purchase, a number of special items in your quest 
through Alefgard. Standard items include 


Dragon’s Scale. According to legend, this is a scale from a dragon, made into 
an amulet. It is supposed to have mysterious powers including a small 
increase in defensive power. 

Fairy Water. According to another legend, this is magical essence taken from 
a mystical spring by a silver ladle on the night of a full moon. As if that was 
not enough, this water has been purified at the altar of the goddess Aura. The 
water will protect you from some enemies for a while, although it is not 
effective in caves or against really powerful monsters. 

Herbs. The recipe is chopped mandoragora root and mugwort. Each package 
can restore from 20 to 35 HP. 

Key. And what are keys used for? 

Torch. Available at most of your friendly neighborhood general stores, you’ ll 
need one before you venture underground. 

Wings. According to yet another legend, these are the fallen wings of a Wyvern 
struck by lightning. They will allow you to fly back to Tantegel Castle. 


You'll find other special items on your quest, and unlike the standard items, 
most of them can be used many times without being used up. 


MAGIC SPELLS 
At the start of the game, you will begin without any spells. They will come as 
you gain experience and strength. Spells include 


Heal. Use this to restore yourself in a hurry. Gives you 10 to 15 HP at a cost 
of 4 MP. Another, more leisurely, way to restore health power is to visit an 
inn. 

Healmore. A more powerful version of Heal, it will work against more serious 
injuries. It will restore from 75 to 100 HP. 

Hurt. Valuable in battle, you will be able to send balls of fire from your hands. 
Each use will inflict from 2 to 15 points of damage on the enemy, at a 
cost of 2 MP. 

Hurtmore. A most powerful Hurt command, it will send lightning forth from 
your fingertips, destroying most enemies. 

Sleep. Puts some— but not all—monsters to bed. Costs 2 MP. 

Radiant. Will light up dark caves, better than a torch. 

Stop Spell. Think of this as an anti-spell spell; it can block a chant from an 
enemy. 

Outside. Get me out of here! This is the quick and easy way to warp right out 
of a dark place when you are lost or too weak to exit. 

Return. This is the quick way back to Tantegel Castle for the truly lost. 

Repel. A magical aura that will work to keep away many monsters. It won't 
work in caves or against very powerful creatures. 


Hot New NES Games 49 


WEAPONS, ARMOR AND SHIELDS 
You’ll find a range of offensive and defensive weapons available in Alefgard 
and its shops. Weapons, in order of power, include 


Bamboo Stick. Your very basic and not very powerful weapon. 
Club. Packs more of a punch. 

Copper Sword. Sharper but not all that easy to use. 

Hand Axe. A powerful but heavy iron weapon. 

Broad Sword. Made from steel, it is lighter and easier to use. 


Armor, in order of protective value, include 


Cloth. Better than going naked, we suppose. 

Leather. Light and comfortable, it is of some value in combat. 

Chain Mail. Made of metal thread, it’s not a bad compromise between leather 
and armor. 

Half Plate. This is heavy metal. The iron suit will protect from enemy attacks, 
but you won’t be able to move around very well. 

Full Plate. This is a first class suit, made of steel. 


There are two common types of shields: 


Small Shield. A rectangular shield made of cow and goat leather, it’s of some 
use. 
Large Shield. Made of iron, it'll block quite a bit of the enemy’s attack. 


I ALWAYS WANTED TO KNOW 
How often should I save my status? Often. If your character is killed off, you 
will be able to resume play with the same character but only from the point you 
were at when you last saved your status. We'd recommend you go visit King 
Lorik in Tantegel Castle at least every time you are promoted one level. 

What is mandoragora, part of the magic herb package? Interesting question. 
According to our ancient herbal list, mandoragora is better known as the 
Mandrake Root. Mandrake is a member of the nightshade family of plants, with 
white or purple flowers and egg-shaped leaves and a large forked root. Accord- 
ing to ancient superstition, mandrake roots are capable of coming to life as 
human-like creatures. Herbalists have prescribed mandrake root to cure a 
number of ailments, including as a cathartic to purify the spirit and emotions or 
as a narcotic and soporific to induce a stupor or deep sleep. 

Okay, then: What's a wyvern, the source of the magical wings? According 
to ancient legend a wyvern is a two-legged flying dragon-like creature. 


SUPER SECRET! 
Use the Copy a Quest command at the start of the game to make clones of your 
character if you want to experiment with several different ways to solve a 
problem. 
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POWER PLAYER HINTS 
The key to victory in this game is to be an effective spy. Talk to anyone and 
everyone you can, and find out as much information as you can about the 
location of the Dragonlord and other things. 

We don’t really see why you wouldn’t want to set the Message Speed for 
your character at Fast at the start of the game; the characters will zip onto the 
screen but stay there until you press a button, allowing you to read them at 
whatever speed you want anyway. 

Keep an eye on your status, especially on your HP points. If they get very 
low, you’re going to want to go to an Inn for recovery, use the Heal spell or 
take some of the Herb packages you have collected. 

If you enter a cave by accident and want to get out—something you'll 
definitely want to do if you don’t have a torch to light the darkness—don’t move 
or you may become hopelessly lost. Instead, issue the Stairs command to ascend 
out of the cave. 

Bridges are a convenient way to get across rivers and streams, but beware: 
monsters often lie on the other side. 

The first creatures you are likely to meet in Level 1 are the slimes. You won’t 
have much offensive or defensive power, but you really should stand and fight. 
The slimes will typically require about 3 or 4 points of damage to be defeated. 
Each time you defeat a slime, your experience points will increase. Stick around 
the castle and beat up on as many of the slimes as you can for a while; in fact 
why don’t you keep at it until you have been promoted to level 2. 

Level 3 brings you the ability to use the spell of Heal. Now is the time to head 
north and west toward the ancient town of Garinham, where there is a terrible 
secret hidden behind locked doors. 

You'll gain the ability to use the Hurt spell at level 4; Hurt is the key to 
beating the magicians. Head to the east and the town of Kol and its mysterious 
forest. 

Be sure to visit the magic shops of Level 5, the town of Kol. 


POWER ZOOMING: 
There’s almost no way you are going to complete this quest in one sitting, and 
you don’t really want to start at the beginning every time, do you? 

Luckily, this game includes a battery-powered memory that will save your 
character’s name as well as all of the experience, strength, items and spells you 
have gathered. 

In order to save your status, you must return to Tantegel Castle, climb the 
stairs to the second floor and visit King Lorik. Once you have saved your status, 
you can end the game, but be sure to hold in the Reset button on the Control 
Deck as you turn off the Power. 


Dragon Warrior is a trademark of Nintendo of America Inc. © 1989 Enix Corporation. © 1989 Nintendo. 
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DuckTales" 


AGE: 5 to 14 
DIFFICULTY: Novice-Hot Dog 


Aacchh . . . Scrooge McDuck has moved into the high-rent district with his arrival 
on the Nintendo system. At the end of 1989, Capcom released “DuckTales,” the 
second in its series of games developed under license from the Walt Disney Co. 
(The first game pak was “Mickey Mousecapade.") 

This game has elements of the best of Mickey Mousecapades, a bit of the Mario 
Bros. and some of the silly humor of Hudson’s Adventure Island. We worked with 
a prototype of the game. 

In DuckTales, Scrooge is on a search for hidden treasure in five strange places. 
Among the places he'll visit are the Amazon jungle, where the scepter of Zarduck 
has been stashed; deep undemeath the African continent in search of the Giant 
Diamond of the Inner Earth; the haunted house of Transylvania; way up in the 
Himalayas to retrieve the Crown of Genghis Khan, to the Moon to snag the Green 
Cheese of Longevity and home, sweet Duckburg. 

Scrooge is assisted in his quest by loyal nephews Huey, Dewey and Louie as 
well as other characters from the DuckTales cartoon show including gung-ho 
helicopter pilot Launchpad, Gizmo the high-tech duck and little Webbigail. The 
old miser can use Launchpad once in each of his adventures to fly him back to his 
safe in Duckburg to stash his loot. 


LANG SELECT 


ETEMA PACE САТРУ 
MODON SURERCE 
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Old man Uncle Scrooge has a regular jump for ordinary obstacles or for grabbing 
onto vines. He also has a “pogo jump” using his cane to zoom over big holes, bad 
guys or to open treasure chests. The pogo jump is launched by pushing the Down 
Arrow and the “A” button and then pressing the “B” button when Scrooge is in 
mid-air. When you get really good at it, you can pogo jump onto anything in the 
sky—birds, bees and special items—to bounce even higher. 

There are three levels of difficulty in the game, including an easy setting for 
younger players. 

Each game begins in the Control Room where you will be allowed to select 
which land you would like to visit; you can go to any land in any order, but you 
cannot return to a land you have already cleared. 

Launchpad will appear at various points in each land and ask if you would like 
to be flown back to the Control Room to deposit your money. You are allowed one 
such trip in each land. After you have deposited your money, Launchpad will take 
you back to where he picked you up. 


MANUFACTURER: Capcom / (408) 727-1665 
NUMBER OF PLAYERS 1 


CHARACTERS 
You are Uncle Scrooge McDuck, accompanied by your faithful family and 
hangers-on, including Huey, Dewey, Louie and Webby. 


CONTROL PAD 

Arrows: The left and right arrows move Uncle Scrooge in those directions when 
he is walking, running, jumping or falling. Up and down are used to climb 
or go down ropes, chains and vines. 

“A” BUTTON: Makes Uncle Scrooge jump. The longer you hold down the 
button, the higher he will jump. If Scrooge is on a vine or chain when you 
try to jump, he will fall down. Press the Up arrow to stop the fall. 

One of the most important moves in DuckTales is the Pogo Jump. To 
perform one, press the Down Arrow, then the A button and while Scrooge 
is in midair, press the B button before he lands. Scrooge will continue to 
Pogo Jump for as long as you hold down the B button. It is also possible for 
Scrooge to swing his cane while he is jumping. 

“B” BUTTON: Swings Uncle Scrooge's Cane when pressed with the Left or 
Right arrow key. Also part of the Pogo Jump. 


COCKPIT INSTRUMENT PANEL 
A status display appears above the game area through the game. Information 
presented includes 


Hit Points. The color will change gradually from red to yellow; when all three 
of the points are yellow, you will lose one life. 
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Land Money. A counter for money gathered in each land. When you lose a 
player, the counter goes back to zero. 

Number of Players. You begin the game with three lives; the counter will read 
P-02, which means that you have two remaining lives. 

Total Amount. This counter shows how much money has been collected and 
brought back to the Control Room. 

Time. When the timer reaches zero, you will lose one player. 


NUMBER OF WORLDS 
There are five worlds plus a final challenge facing Uncle Scrooge: 


The African Mines. Deep under the jungle is the Giant Diamond of the 
Inner-Earth. You'll need to bring the Skeleton Key to get in! 

The Amazon. Somewhere in the ruins of the Empire of the Incas is the missing 
Sceptre of the Incan King. Watch out for the hidden traps! 

The Himalayas. Watch where you walk! The ice is slippery and the snow is 
deep. Hidden in the frozen world is the Crown of Genghis Khan. 

The Moon. If you can bring the remote controller and summon Gizmo-Duck, 
he'll help you find the Boss and snatch the Green Cheese of Longevity. 

Transylvania. Hoo boy, this place is creepy. Uncle Scrooge will search for the 
Coin of the Lost Realm somewhere in the haunted house. Use the mirrors to 
warp to other parts of the house and find Huey for a hint. 

The Last Battle. Once Uncle Scrooge has grabbed all five of the Lost Treasures, 
he must face the Big Boss. 


NUMBER OF LEVELS 
You can choose to play the game on an Easy, Normal or Difficult level. Select 
between the options at the opening screen. 


STARTING THE GAME 

The instruction manual is a little vague on this rather important detail. Here’s 
how to begin your DuckTales adventure: From the opening screen, use the left 
or right arrows to choose between the Game Start and Continue options. When 
you have chosen one or the other, press the Start button. Next, you may choose 
between levels of play. Use the left or right arrows to choose one, then press the 
Start button again. Now you will be in the Control Panel. Choose the land where 
you wish to start the game by using the up or down arrows. (Notice that a little 
picture of the treasure to be recovered in each land will appear in the small 
windows on the right and left side of the screen, beneath Scrooge’s beloved 
dollar signs.) 


NUMBER OF LIVES 
3 to start. You can pick up an extra life by gathering one of the Uncle Scrooge 


dolls. 
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TIMING 
You have at least 500 ticks of the DuckTale clock to complete each world; 
you’re granted 600 in the Underground and Moon Surface. 


SCORING POINTS 
Cake. Recovers all of Uncle Scrooge’s Hit Points. 
Diamonds. Small $2,000. Large $10,000. 
Ice Cream. Restores one Hit Point. 
Magic Coin. Makes Uncle Scrooge invulnerable for a short time. 
Red Diamond. $50,000 
Remote Controller. Calls for Gizmo-Duck on the Moon. 
Scrooge Doll. Adds another life. 
Skeleton Key. You'll need to find this to get into the African Mines. 
U.F.O. Key. Opens the door to the U.F.O. 


SECRET WEAPONS 
The key move in this game is the Pogo Jump. Uncle Scrooge can do just about 
anything with this maneuver: hecan jump over obstacles, bounce between cliffs, 
open treasure chests and even remove rocks from his path. 
Uncle Scrooge also swings a mean cane. The cane can also open chests and 
move obstacles. 


FRIENDS 

Huey, Dewey, Louie and Webby. They'll give Uncle Scrooge hints. 

Mrs. Beakly. She has special treats. 

Bubba Duck. He has a special treasure. 

Gizmo-Duck. He can help Uncle Scrooge on the moon. You'll need the remote 
controller to call him. 

Launchpad. Scrooge's personal pilot is available to fly him back to the Control 
Room to deposit the money he has gathered. He'll also give Scrooge a lift 
across some difficult places. 


I ALWAYS WANTED TO KNOW 
Every time try to get into the Underground, I am blocked because I don’ t have 
the Skeleton Key. Where is it? Where would think a Skeleton Key would be 
found? Try the Ghost House. 


POWER PLAYER HINTS 
Pogo! You'll be able to jump over obstacles (be sure to Pogo-jump over the 
spikes) and you'll also find some of the treasures hidden away in places you can 
only reach with a mighty jump. 
When Uncle Scrooge has been hit by an enemy or obstacle, he will flash for 
afew seconds. While he is flashing, he is invulnerable. One way to get past very 


Hot New NES Games 55 


difficult opponents is to sacrifice some of Scrooge’s strength and make use of 
the invulnerable period. 


DuckTales and Capcom are trademarks of Capcom USA, Inc. Characters O 1985 Walt Disney Co. Game 
pak O 1989 Capcom USA, Inc. 


Faxanadu" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


Faxanadu is a fantastic journey through a world of kings, elves, dwarves, skeletons 
and magic potions. It is unusually well crafted, with attractive graphics, good play 
action and well-written music and sound effects. 

One of the strong points of the game is that the story itself unfolds before you. 
The manual gives you just enough to get you into the game, and then lets the 
characters on the screen guide you through. 

At the start of the game, you see your character walking down a lonely road to 
his home town, Eolis. But when you arrive, there is almost no one there. “The gate 
is closed. People are gone and the walls are crumbling.” The character asks, “I 
wonder what happened?" 

Once inside the walls of the town, you'll find that the various shopkeepers are 
there and quite willing to sell you provisions of one sort or another—weapons, 
food, magic spells and even martial arts lessons—but you have no money. 


VIVIVIVIVIPIVIVIPAVAVAV AV TTA PA PATI PA DOT Aba ese АРААРА, 
tw 
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When you stop and talk to the few people you meet, you are advised to go and 
see the King. When you do, you find a worried monarch. “The Elf Fountain Water, 
our life source, has stopped,” he tells you. “You are our last hope.” 

His highness gives you 1,500 golds for a shopping spree and sends you forth on 
your journey. 

You start your journey in the Elf Town, Eolis. Solve the mystery there and 
proceed through the strange world of the World Tree on your way to Zenis, the 
fortress where the Evil One lives. 

It seems that a meteorite fell into the World Tree and everything has gone wrong 
since. The dwarfs of the underworld came up and attacked the elves. It’s all up to 
you... 


MANUFACTURER: Nintendo / (206) 885-7529 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are the hero set out to penetrate the giant World Tree and overthrow the 
Evil One to rescue the Elfen people of Eolis. 


CONTROL PAD 

Arrows: Leftand Rightarrows move the hero across the screen. Press the Down 
arrow to descend the ladder. To activate an item you find, press the Down 
arrow together with the B button. Press the Up arrow to begin a conversation 
with someone you meet. Also, press the Up arrow to climb ladders and enter 
doorways. To use magic, press the Up arrow and the B button together. 

*A" BUTTON: Jumps. Also used to continue a conversation. 

“В” BUTTON: Attacks with the sword in the direction the hero is facing. Also 
used to end a conversation. 


SELECT 
Press the Select button to enter into the first of two Sub-screens. The choices 
are: Weapon; Armor; Shield; Magic; Item and Player. Move the arrow up 
or down the list to point to the item you want information about. Then press the 
A button to expand the subscreen to list more details. 
The Player subscreen will give you a great deal of information. The screen 
shows 


Rank. There are 16 titles you can earn, depending upon your experience level. 
When you defeat a monster and have enough points (see Next Exp) for a new 
title, go to the Guru's House to pick up your new rank. The ranks, with the 
number of experience points needed to reach them, are: 


Novice Starting Swordsman 12,501 
Aspirant 1,001 Hero 16,001 
Battler 2201 Soldier 18,001 
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Fighter 3,501 Myrmidon 22,001 
Adept 4,801 Champion 26,001 
Chevalier 6,201 Superhero 30,001 
Veteran 8,001 Paladin 35,001 
Warrior 10,001 Lord 45,001 


Next Exp. The number of points needed to go up to the next level. 
Armor. The current type of armor in use. 

Shield. The current type of shield in use. 

Magic. The selected magic spell. 

Item. The special item you possess. 


NUMBER OF WORLDS 
There are 16 levels to the game, with 10 principal places in Faxanadu, along 
with any number of detours. They are: 


Elf Town Eolis. The starting point of the game where you can pick up some 
hints, weapons and experience before starting your journey. 

Trunk Town Apolune. The entrance to the World Tree. 

Trunk Town Forepaw 

Mist Town Mascon. 

Branch Town Conflate. 

Mist Town Mascon. 

Mist Town Victim. 

Branch Town Daybreak. At the far reaches of the World Tree, at the entrance 
to the Evil Place. 

The Town of the Evil Place Dartmoor. 

Fortress Zenis. The home of the Evil One. 


SPECIAL WEAPONS 
You won't be able to get very far in this game without the aid of a weapon or 
two. One of your first goals, then, must be to find or buy a weapon. (Actually, 
your very first goal is to get some money to buy a weapon. Go to the King to 
open your bank account.) 

Once you obtain a weapon, be sure to put it into your character’s hand: enter 
the Subscreen with the Select button, move the arrow down to the Weapon 
screen and then press the A button. Here are the available weapons, with an 
Ultimate Nintendo Power Rating : 


Hand Dagger. A short weapon useful for close-in fighting. The cheapest item 
to purchase, it also the least powerful weapon. [1.0] 
Long Sword. Twice as powerful as the hand dagger. [2.0] 


"The Ultimate Nintendo Power Rating sets the basic weapon, shield or magic at 1.0 and compares 
the power of greater devices. A rating of 2.0 would be about twice as powerful as 1.0; a 4.5 would 
be four-and-a-half times as powerful. 
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Giant Blade. This three-pronged sword looks more like a pitchfork to us. Has 
50 percent more power than the long sword. [3.0] 

Dragon Slayer. The big guy. You cannot defeat the last enemy without this 
most powerful weapon. 


You'll also need to wear a nice suit of armor, something that's stylish yet 
practical. Just as with the weapon, you'll need to get the armor and then put it 
on, in separate steps. Here are the available types of armor: 


Leather Jerkin. An ancient muscle shirt you start the game wearing. It looks 
better than it works. [1.0] 

Studded Mail. This metal jacket delivers about 5 percent protection against 
damage. [1.05] 

Full Suit of Armor. A body glove of metal reduces damage by 10 percent. [1.1] 

Battle Suit. The strongest—and heaviest—suit, it is designed for fighting. 


There are four available shields. These guys aren’t intended to stop swords, 
though. They work best against magic spells cast by your enemies. 


Small Shield. Blocks about 50 percent of opposing magic. [1.0] 
Large Shield. Resists about 75 percent of magic. [1.5] 

Magic Shield. Holds off about 90 percent. [1.8] 

Battle Helmet. This cap blocks almost all magic. [2.0] 


You can summon up five types of magic. First you have to obtain the spell, 
then you have to select it from within the Subscreen. The magics are 


Deluge. Available at some of your neighborhood hardware stores, it has the 
least power. [1.0] 

Fire. About one-and-a-half times more powerful than the Deluge. [1.5] 

Thunder. Four times more powerful than the Deluge, it will blow your enemies 
away. [4.0] 

Death. The deadliest magic, it is six times more powerful than fire. [9.0] 

Tilt. The most fabulous of curses. 


SPECIAL ITEMS 
There is a wide range of types of special items available to the traveler. They 
fall into three categories: 


Category 1: Power of Ownership. If you have one of these items, you have 
the power at all times. 
Black Onyx. Reduces the effect of damage from attacks. 
Demon’s Ring. Get it from the Guru in the Castle of Fraternal to give you 
entrance to the fortress. 
Elixir. A medicine to restore magic and power levels. 
Magical Rod. Boosts the level of your magic ability. 
Pendant. Increases the power of your sword. 
Ring of Ruby. Gives you the power to move boulders. 
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Sapphire Ring (Elf). Given as a gift from a Guru, it identifies you to the 
elves. 
Sapphire Ring (Dwarf). Allows you to enter the Evil Place. 

Category 2: Power by Selection. You must enter the Subscreen and select one 
of these items once you have put it into storage. Once-you have selected one 
of these items, you must activate them by pressing the Down arrow and the 
B button. 

Hour Glass. Use it to freeze the movement of your enemies for a short period 
of time. 

Keys. There are five different types. And what are keys used for? 

Mattock. A pick axe that can destroy some special walls. 

Red Potion. Drink it to completely restore your power. 

Wing Boots. Put them on and fly! 

Category 3: Instant Power. These items are in effect as soon as they are picked 
up. 

Glove. When you grab it, it increases your attacking power for a short time. 

Ointment. Put it on for temporary invulnerability. A golden, fat bottle. 

Poison. Stay away! If you pick up this pinkish, thin bottle you will lose some 
of your power. 


THE SHOPPING MALL 
There are ten types of stores and other buildings in various locations in the 
towns. Stop by and do some shopping from time to time; it’s the only way to 
get out of here alive! 


The Palace. Not strictly a shop; the King lives here, and you should head for 
the castle right away to pick up some gold for your journey. 

Food Shop. Buy some meat to partially restore your magic and power. 

The Guru’s House. A peaceful, Churchy place. Visit here to pick up your Rank, 
and to find out the Mantra (the password to get back into the game at the 
current level). 

Gym (Martial Arts). Drop some gold here for a lesson on how to defend 
yourself. First lesson: Don’t make any comments about the UGLY guy at the 
counter. 

Gym (Magic Arts). Pick up some spelling lessons here before you use your 
magic. 

Hardware Store. Visit here for some true value in weapons, magic, special 
items, armor and shields. You can buy and sell to raise cash. 

Hospital. Feeling low down? See the doc to buy a pick-me-up to completely 
restore magic and energy. 

Houses. Stop and talk to the people and see what you can learn. 

Key Shop. Buy or sell your keys here. Some of the available keys have powers 
of their own. 

Saloon. Stop off for a bit of brew and keep your ears open for some gossip and 
hints at the bar. 
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| ALWAYS WANTED TO KNOW 
What is a Myrmidon, and how do I get to be one? A Myrmidon is an especially 
loyal follower, someone who follows orders without question. The word comes 
from the name of one of the followers of Achilles in the Trojan War. In this 
game, a Myrmidon is at the 12th Rank: Practice, practice, practice. 

Another title of interesting background is Chevalier, at the 6th Rank. Liter- 
ally, it comes from the French for horseman. It means a member of one of the 
lower orders of knighthood or merit. A chevalier is said to be endowed with a 
great deal of chivalry, or polite gallantry. 


POWER PLAYER HINTS 

Go to the Palace at the start of the game—just keep heading left once you enter 
into Eolis. See the King for some money before you go shopping. 

Then make sure you visit the Guru's House in every level. Write down the 
Mantra the Guru gives you—it is the password to re-enter the game. 

Stop and talk to every character you meet. 

Grab every key you can; they're the only way to get out of some of the places 
you'll come to. 

You will be offered the opportunity to buy lessons on magic or martial arts; 
you may be better off saving your money for weapons and special items and 
picking up your skills as you go along. 


USING PASSWORDS 
When you reenter the game using a Mantra, you will regain the strength you 
had at the time you were given the Mantra and the experience at the lowest point 
for the particular rank you are in. You will be able to keep all of the items you 
had at the time you lost your life. 


Faxanadu is a trademark of Hudson Soft. O 1988 Hudson Soft. Under License from Falcom. Licensed 
to Nintendo. Game pak O 1989 Nintendo of America Inc. 


HN 
HydLide™ 
AGE: 5 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Bulletin: Princess kidnapped. Young knight sets out to rescue her from the clutches 
of evil wizards, magic spells and monsters. 

Okay, we’ve gotten that out of the way. HydLide is yet another Kidnapped 
Princess/Evil Wizard/Magic Spell Adventure. But then again, it may also represent 
the state-of-the-art in KP/EW/MS Adventures. 
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The game play is very well done; the screen display is well drawn, and the range 
of options is unusually broad. In a word, this game is a much more polished 
adventure of its sort than many competitive games. 

Here’s the story: We’re in the kingdom of Fairyland, where the palace held three 
magic jewels that maintained peace and tranquility. But, as so often seems to 
happen, one day an evil man broke into the palace and stole one of the jewels and 
soon all heck broke loose. 

The first thing that happened was that the magic spell that had held the vicious 
demon Boralis is broken. Boralis goes wild, casting a spell on Princess Ann and 
changing her into three fairies who are hidden elsewhere in the kingdom. And 
Boralis sends a whole team of monsters out into Fairyland. 

In the middle of all of this, the other two jewels are stolen, too. 

It is all up to Brave Young Knight Jim to go forth and rescue Princess Ann, 
recover the jewels and destroy Boralis to make the world safe for another kid- 
napped princess adventure. 

We like the “frame” of status information that surrounds the game board at all 
times, the fact that you can adjust the speed of the game and the Continue/Password 
features of this game. 


MANUFACTURER: ЕСІ / (708) 968-0425 
NUMBER OF PLAYERS: 1 


CHARACTERS 
You are Jim, a brave young knight set out to restore peace to the kingdom all 
by himself. Jim is in search of Ann, the kidnapped Princess of Fairyland who 
has been turned into a fairy and hidden in the kingdom. 


CONTROL PAD 
Arrows: Move Jim Up, Down, Left and Right. 
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“A” BUTTON: Switches Jim from Attack to Defend. Press down the A button 
to engage Attack; release it to enter the Defend mode. Also allows Jim to 
enter and exit the underground dungeon maze. 

“B” BUTTON: Selects the type of magic by pressing the B button. Press the 
B button while holding the A button to execute the magic. Magic can only 
be used when you have 20 or more Magic Points. 

Select: Used to open the window. 


SCREEN DISPLAY 
There is a great deal of information presented in the frame around the HydLide 
screen, and in pop-up menus. 

At the very bottom of the screen you will see the Message and Password 
Area. At the start of the game, this will read "HydLide." Deeper into the game, 
you will receive messages and be able to read here the password for the area 
you have reached. 

At the far right bottom is an indicator of the current Condition. When you 
press and hold the A button you enter the Attack mode; release it and you are 
in the Defend mode. 

Above the Message and Password Area is the Magic Select indicator. The 
five types of magic are TURN, FIRE, ICE, WAVE and FLASH. You will select 
the type of magic by pressing the B button; to issue the spell, press the A and 
B buttons together. 


Down the right side of the screen, you can see five windows. From the top, 
they are 


Life Meter. Shows Jim’s current health. When his life power reaches 0, he is 
defeated. 

Strength Meter. An indication of Jim’s strength. The more power he has, the 
more dangerous he is to enemies. 

Experience Meter. Each time Jim destroys a monster, his experience level 
increases. When the Experience level reaches 100, each level of Life, 
Strength and Magic increase by 10, while the Experience level drops back to 
0. 

Magic Meter. The various types of magic require different amounts of Magic 
Power. You must have a minimum of 20 magic points to use spells. 

Information Area. This larger window will display information about the 
monsters Jim meets, including their Life Power. You can see the effects of 
Jim’s attacks registered here. Treasures and special items are also displayed 
here. 


There are two more screens of information you can call up. By pressing the 
Select button, the Mode Window will be displayed. The options here are 


Item. Listing of treasures Jim has uncovered. 
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Save. Allows you to save all of the meters and items at their present level. This 
information will be retained by the NES until the power is shut off. See the 
Power Zooming section of this chapter to learn how to use this feature best. 
If you want to save the data, set the arrow to Yes and press the A or B buttons. 

Load. Allows you to load the saved data at the beginning of a game in the same 
session and before the power has been turned off. See the Power Zooming 
for the best way to use this feature. 

Password. Allows you to save many of the meters and the items at their present 
level to a password. You will be given a password that you can write down 
and re-enter at a later time, even if the power has been turned off. The 
Experience level goes down to 0, but other meters and items you have 
collected are retained. 

Speed. An unusual feature of this game is the option to increase the speed of 
the game. Beginning players will want to start at the Normal setting. Using 
the High Speed setting will allow Jim to move quicker through the screens; 
the monsters and other beings will move faster, too. The speed can be turned 
up or down in the course of the game. 

Game. To exit from the Mode Window without making a change, move the 
arrow to Game and press the A or B button and HydLide will resume. 


ENEMIES 

Boralis. (Varalys) The ultimate, most powerful demon in the kingdom, im- 
mune to all magic. Jim must conquer Boralis before he cans save Princess 
Ann. 

Black Armour. A sentry at the old castle of Boralis. A strong enemy. 

Goblin. They will appear after Jim attacks the Kobold and has attained a high 
level of strength. 

Gold Armour. Another bodyguard of Boralis, he is dressed in golden armor. 
He guards a vital object in the underground maze. 

Great Eel. A huge, nasty creature that hides in the water. 

Hyper. The Hyper monster will appear when you attack the Slime too often. 

Kobold. A tiny ogre of the woods. Very weak, but sneaky. 

Lady Armour. Another bodyguard of Boralis. Relatively easy to defeat, she 
has something of use to Jim. 

Poisonous Wasp. Another tiny pest, they gain their strength from numbers. 

Roper. A larger version of Slime, it can turn into Hyper and come out of the 
underground maze and attack about the surface. 

Sand Worm. Guardians of the desert. 

Skeleton. The strongest of Boralis’ guardsmen. 

Slime. A slimy, creepy creature of the field. They’re easy to defeat, but difficult 
to keep away from. 

Vampire Bat. (Stirge) A real bloodsucker. Not powerful, but a threat to Jim 
when his Power Level is low. 

Vampire. Very, very tough. Afraid of very little except one of the treasures. 
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Water Dragon. A giant fire-breathing dragon that stands guard at the gate to 
the castle of Boralis. 

Will O’ Wisp. The spirit of the dead, it can fly through solid objects. 

Wizard. The nasty controller of the Magic Fire. Jim must find and exploit the 
Wizard’s weakness. 

Zombie. It’s hard to kill something already dead. 


TREASURES 
Special items in HydLide are called Treasures. You'll find them strewn about, 
or in Treasure Boxes. Some will be revealed only when an enemy is defeated. 
The treasures are 


Cross. Once kept in a chapel in the kingdom, it was hidden because someone 
or something feared its power. 

Eternal Lamp. It once was the property of the magician. Very useful in dark 
places. 

Immortal Medicine. The cure for Jim after he is killed by a monster, but can 
be used only once. 

Magic Vase. Allows Jim to see things otherwise invisible. 

Secret Key. And what are keys used for? 

Shield of Justice. Increases the defensive ability of the holder—if he is worthy. 

Sword of the Brave. Attacking power doubled. 

Three Jewels. The reason we are gathered together for this game. 


MAGIC SPELLS 

Fire. Launches fire balls. Fire balls cannot go through solid objects. Magic level 
must be above 30. 

Flash. The most powerful magic, it will damage all monsters. Magic level must 
be above 70. 

Ice. Throws ice balls. Ice balls can penetrate walls. Magic level must be above 
40. 

Turn. Turns monsters around and sends them in another direction. Magic level 
must be above 20. 

Wave. Sends shock waves that damage any monsters they hit. Magic level must 
be above 50. 


| ALWAYS WANTED TO KNOW 
I've had it! How do 1 kill the vampire? Don't get cross. Actually, why don’t you 
go and get the cross. Sneak up on him from behind. 

How do I see in the dungeons? Get a lamp. Wait . . . wait, we know your next 
question, so here's one answer: you can get a lamp from the vampire after you 
defeat him, and we just told you how to do that. 

How do I get the treasure chest in the graveyard? Well, you need the key. 
And you really should have the lamp first. So, you've got to get rid of the 
vampire. 
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How do I defeat the Wizards? Use the wave. Oh, and be sure to use the wave 
from left to right and not up and down. 
How do I get past the water dragon? Take away his water. 


POWER PLAYER HINTS 

Save your game regularly so that you won't lose too much experience when 
your player is killed off. 

Jim wears heavy armor and will tire easily if you don't let him rest from time 
to time. And, be careful when Jim tries to swim—he may not have the strength. 

And, you don'thave to go across the water every time. There are some hidden 
tunnels under the water. 

Don't attack every monster; try Defend, too. 

One way to gather experience points is to pick on the easiest enemies, the 
slime, early on. Whack those slime! 


POWER ZOOMING 
There are two very different types of Continue modes in this game. First, there 
isthe Save command that is part of the Mode Window. When your player loses 
all of his life points and the game is over, you can choose to continue your game 
at the same level and with the same items and meter levels he had the last time 
you executed the Save command. The Save command does not remain in the 
game pak once the power is turned off. 

The best way to use the Save command is to regularly go to the Mode Window 
and execute it, so that if your player dies you will not have to go too far back 
into the game at any time. You should make a special effort to save the settings 
anytime you are approaching an area that you know to be a particularly difficult 
one. 

The other way to re-enter the game is to use the Password feature. The first 
thing to do is to go to the Mode Window and obtain the Password before you 
exit the game. Write it down—it will be 14 characters or numbers in length. 

The next time you want to re-enter the game at the same point, select the 
Password screen and use the arrow keys to move the little figure of Jim until he 
is over the top of the letter or number you want to enter, and then press the A 
or B buttons. 


HydLide is a trademark of T &Esoft Inc. © 1986 T&Esoft Inc. Game pak © 1989 ЕСІ/Ропу Canyon. FCI 
is a trademark of Fujisankei Communications International, Inc. 
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Iron Tank™ 


AGE: 5 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


Why is everybody always shooting at me? This guy Paul is back, this time as the 
super-hero tank jockey of the Normandy Invasion in June of 1944. 

His mission is to establish a beachhead, break through the front lines and then 
reach and destroy the enemy headquarters. Right! These bad guys will throw 
everything they’ve got at you: guns, hand grenades, rockets, mortar shells, aerial 
bombs, strafing bullets, even railroad trains! 

This is not a peaceful game. The goal is to shoot and destroy the enemy before 
he does that to you. (In fact, the death of your tank in this game is one of the more 
spectacular video effects we’ve seen in Nintendo shoot-em-ups.) The music and 
sound effects throughout are also very well done. 

You have to watch your energy and life levels throughout the game. In the lower 
levels, there should be no problem obtaining enough bullets and power, but as you 
progress further into the game the supply depots are further apart and the demands 
greater. 

You’ll come across streams of POWs from time to time; rescue as many as you 
can and hope that some of them will offer you some useful intelligence. You'll also 
be in constant contact with HQ, which will send advice. 
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Ifthatis what you are iooking for, this isa fine example. Iron Tank is yet another 
in the string of SNK military adventures. This is the company that brought you 
P.O.W. and the two Ikari Warriors adventures, among other titles. 

By the way, as with many military games that come to the U.S. market by way 
of Japan, there is a strange rewrite, or at least write-around, of history. The cover 
of the game, and the manual, call this “The Invasion of Normandy." Inside the 
manual, it speaks of June 5, 1944 as the date of the launch of the final assault on 
the Normandy Coast. However, nowhere in the game can be found any references 
to the Allies (U.S., France, Great Britain and other Western powers), the Axis 
(Germany, Italy and yes, Japan) or even World War II. 

For the record . . . the British, Canadians and Americans gathered together almost 
3 million men, and stored 16 million tons of arms, munitions, and supplies in 
Britain for the great invasion of D-Day, originally set for June 5, 1944. Bad weather 
forced postponement until June 6th. 

There were more than 5,000 large ships, 4,000 landing craft, and at least 11,000 
aircraft assembled for the effort. During the first 48 hours of the invasion an 
estimated 1,500 Allied tanks were put ashore. 

The invasion was primarily an infantry effort with allied forces wading ashore 
over a 50-mile front. British troops were supported by relatively a few tanks during 
the first days. These special “frail” tanks could be used to explode land mines ог 
attack bunkers with grappling arms. A few amphibious tanks also joined the British 
effort. 

Generally the beaches invaded by the Americans were too steep for tank support 
during the initial invasion, and the hedgerow countryside did not lend itself to 
heavy tank use. However, within ten days or so of D-Day proper the allied capture 
of Saint Lo opened the way. Lt. General Omar Bradley's U.S. First Army broke 
out of the Normandy peninsula and swept across France. Third Army tanks, under 
the command of General George S. Patton, figured heavily in the takeover of the 
Brittany Peninsula. 


MANUFACTURER: SNK / (800) 752-9765 


NUMBER OF PLAYERS 
1. (See I ALWAYS WANTED TO KNOW for special information.) 


CHARACTERS 
You are Paul, the “Man of Iron" of Command Unit 88, preparing for D-Day, 
the final assault on the Normandy Coast. 


CONTROL PAD 
Arrows: Press the Up, Down, Left or Right arrows to move your tank in those 
directions on the screen. 
*A" BUTTON: Fires guns in the direction the turret is facing. 
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“B” BUTTON: Fires machine gun. Changes the direction of the gun turret 
when pressed at the same time as one of the arrow keys. 

Select: Enters into the Subscreen to display your game status and allow selection 
of special items. 


NUMBER OF LIVES: 3 tanks to start the game. 


DISPLAY 
At the bottom left corner of the screen you will see the Energy Gauge. The red 
portion shows the remaining energy and fuel for your tank; if you run out of 
energy you will lose one of your tanks. 

Below the Energy Gauge is the space where the Call signal will appear when 
you have an incoming message. You'll also hear a Morse code signal. Press the 
Select button to enter into the Subscreen, use the arrow keys to move the cursor 
down to Call and then press the A button to read the message. 


SUBSCREEN 
The Subscreen includes a full status report on your tank and allows you to equip 
it with various special items you may have captured along the way. Press Select 
to enter the Subscreen. 

On the left side of the screen, you will see four Bullet Gauges, marked V, F, 
B and L. (You will only see the symbols for those special items you presently 
have.) Alongside the symbols you will see power gauges for each item. When 
the red bar is all gone, you will not be able to use the item until you replenish 
your supply of energy. 

Below the Bullet Gauges is а? Gauge, which reports on the number of special 
enemy bombs you have collected. This particular super-weapon cannot be 
combined with any other weapon. 

The next indicator is your Reserve Fuel status. 

At the bottom of the left side of the screen is the Call indicator, which will 
flash when there is an incoming message. Move the cursor to this position and 
press the A button to read the message on the screen. Press the Select button 
again to return to the game. 

Alongside the Call indicator is a listing of the Hi Score for the current session. 

To activate any of the special items, use the arrow keys to move the onscreen 
cursor so that the lamp next to the indicator flashes. Then press the A button to 
activate it. 

On the right side of the screen you'll find a large map of the battle. Your 
current position will be blinking. 

Below the map you will find your current Score and the number of Remain- 
ing Tanks for this game. 
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SECRET WEAPONS 
There are several very important Power-Up Items you will need to collect, and 
once collected activate from within the Subscreen. The items can also be 
combined in various ways. The items are 


У Rapid Firing. Gives you ability for continuous shooting. 

F Armor Piercing. Improves the ability of your projectiles to get 
through heavy armor. 

B Explosives. Improves your explosive punch. 

L Long Range. Allows you to shoot from further away. 

? Enemy Bomb. A secret weapon of the enemy you have captured. 
Cannot be combined with other items. 

E Energy/Fuel. Fills 'er up. 

R Reserve Energy/Fuel. Goes into the tank for emergency use. 

ENEMIES 


The enemy—we presume them to be German forces—is heavily fortified. 
Among the bad guys you will face are 


Foot Soldiers. Some with machine guns, some with grenades. 

Enemy Tanks. They include the Louis light armored tank; Gustafu medium 
armored tank; Waltar medium armored tank; Becks Haus heavy armored 
tank; Puma heavy armored tank with three turrets; Folten heavy armored 
tank with multiple turrets. 

Think Tank in C, F and Main Body types, each larger than the previous. 

Armored vehicles and turrets. They include Fritz firing train car; J-Type 
armored train and Hans stationary turret. 

Aircraft. They include Werner 109K fighter plane; Yunkel JU88r-1 fighter 
bomber and V-II missile. 

Naval Units including Venglar-Rank fighting submarine. 


I ALWAYS WANTED TO KNOW 
How do I use the 2-player version of this game, where both competitors are on 
the screen at the same time? You can't. 

But it says right here in the instruction book, on page 6 of the instruction 
manual, "Iron Tank can be played by one player, or by two players at the same 
time." Don't hold out on me! Hey—don't get angry at us; we're here to help 
you. The manual is just plain wrong. Apparently this was a feature of the 
Japanese game that did not make it to our shores in the Nintendo invasion. 

How do I destroy the first gigantic think tank? As you move along, we trust 
you are collecting all of the Bs; Vs, Fs, Es, and Rs you can possibly acquire. 
Now press the Select button and go into the setup screen to turn on your F, B 
and V weapons. Land three or four rounds in the Think Tank and it is history. 
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DANGER! 
Watch out for the mines, and for certain of the tanks. In general, you will want 
to avoid actually touching an attacking tank—some of them seem to be booby- 


trapped. 


POWER PLAYER HINTS 
Don’t waste bullets. It would be deadly to be caught in a tough situation with 
only your helmet to throw! 

The giant tanks—their names are Think Tanks—take a lot of ammo to 
destroy. The best way is to loft one of the enemy’s own bombs—one of the ? 
marks you collected. Otherwise, try to keep just out of its reach and lob bombs 
as often as you can. You may also be able to sneak around some of them if you 
are very sneaky and very quick about it. 

Collect all of the energy you can. Grab those Es and run over any of the 
attacking enemy troops you can. 


USING PASSWORDS 

Atthe end of each game, you will be presented with a 7-number password. Write 
it down to be able to re-enter the game at a later time. 

Here is a sample password that will get you past the first big turret and onto 
a set of railroad trestles: 
7614057 

If you want to jump way into the game, here's one that will put you at the 
fortress of the Axis powers: 
2100620 

And if you absolutely insist on going right to the end of the game, try this 
one: 
2110944 


POWER ZOOMING: 
You can continue the game from the start of the last level you entered by 
choosing Continue from the menu presented at the end of the game. 


Iron Tank is a trademark of SNK Electronics Corp. € 1989 SNK Electronics Corp. 


King's Knight" 
AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Hey! Guess who has been taken prisoner? It's another princess, this one by the 
name of Claire, kidnapped by the evil Dragon. 
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We'rein the Kingdom of Izander. To the rescue come four brave fighters: Knight 
Ray Jack; Wizard Kaliva; the Monster Barusa, and the Kid Thief Toby. 

Each of the would-be rescuers sets out by himself to attempt to save the Princess. 
Once they have reached advanced status, the warriors join together as a team. 

The action scrolls down from the top of the screen; you have only a limited 
ability to go back to reenter an area you have left. 

This is not the easiest quest game we have played; it will take more than a few 
tries before you can make it past the early screens. But the overall higher level of 
challenge makes it worth considering for more experienced questers. 

We looked at preproduction materials. 


MANUFACTURER: Square Soft / (206) 861-0101 
NUMBER OF PLAYERS: 1 


CHARACTERS 
The Knight, Ray Jack, the most experienced adventurer and possessed of the 
strongest weapon. 
The Wizard, Kaliva, who has good magic and jumping abilities. 
The Monster, Barusa, whose scaly skin can absorb quite a lot of punishment, 
and 
The Kid Thief, Toby, who is young and quick. 


CONTROL PAD 
Arrows: Move your character around on the screen. 
“A” BUTTON: Fires weapons. 
“В” BUTTON: Executes magic spells of the lead character in Stage 5. 
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MAGIC SPELLS 
Each character has his own magic spell that can be used once, and only in the 
fifth and final stage of the game. One element from each Magic Spell is hidden 
in each of the first four stages, and all of the elements of a particular spell must 
be collected before you will be able to use the magic in Stage 5. 


Character Spell Element Power 

Kaliva Naizath A Defeats Water Enemies. 

Toby Balbath B Destroys Monoliths. 

Barusa Getune (6; Changes into a Dragon. 

Ray Jack Zaineh D Changes into Winged Horse. 
SELECTING A WORLD 


After each of the characters has completed a stage, and at least one has survived, 
you can choose to compete in any stage. Press RESET on the Control Deck and 
then press Select to enter the Continue Mode. Choose the character you want 
to play with, and then press the A button and Start. 


SPECIAL ITEMS 
Become a collector of special items to add more power and life to your 
characters. The special items include 


Life Up. Watch the direction of the arrow. Grab one of the arrows that point 
upwards for more Life. 

Life Down. This is the arrow to avoid. If it points down, it will cost you life 
points if you grab it. 

Jump. Snatch one of these spring things and you'll almost be able to fly. 

Speed. It looks like a runner's leg, and that's what it will give you. 

Weapon. A spiky star, grab one to increase the power of your gun. 

Shield. A cross-like symbol, it will add to your defensive abilities. 

Hidden Cave. It looks like a set of stairs, and it marks the location of many of 
the special items. 

?. Who knows what this will bring you. Looks like a hamburger to us. 


POWER PLAYER HINTS 
Each character can collect as many as 7 Jump increases, 7 Speed increases, 3 
Weapon increases and three Shield increases. 
The most useful items, in order, are Weapon, Shield, Jump and Speed. 
Each time you choose a character, you risk losing your collected items for 
that character if you do not successfully complete the stage. 


A SPECIAL CONTINUE 
Itis possible in this game to have completed stages 1 through 4 but still not be 
quite ready to take on the challenges of stage 5. One way to increase your 
chances in the upper levels of the game is to replay the lower stages; you can 
do this as many times as you want before progressing to 5 and above. 
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To replay, after you have completed the first four stages, press the Reset 
button on the control deck but do not turn off the power. When the Character 
Select Screen is shown, use the arrow keys to select the appropriate character 
and then press the A button and Start. 


King’s Knight is a trademark of Square Soft, Inc. © 1989, Square Soft, Inc. 


Monster Party™ 


AGE: 5 to Adult 
DIFFICULTY: Apprentice to Hot Dog 


озуну ТИММИ; KEW Pr 
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It's a scream! So they say, and so it is. 

Here's the story line: Our hero Mark is walking home from a baseball game late 
one night when he sees a blinding star falling to earth. When he regains his sight, 
he finds a mysterious creature before him. The creature tells Mark about his home 
planet, the Dark World, where evil monsters had taken over. 

The visitor is searching the galaxy for a warrior who can help free the Dark 
World from the monsters. 

Mark, it seems, has the perfect weapon: a baseball bat. And so, it is off to the 
Dark World for a Monster Party. 


MANUFACTURER: Bandai / (213) 926-0947 
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NUMBER OF PLAYERS: 1 


CHARACTERS 
You are Mark, accompanied by your friendly monster. 


CONTROL PAD 
Arrows: Right and left move Mark in those directions. Down makes Mark lie 
down to escape attacking monsters. Push the Up button to enter rooms. 
Right/Down Diagonal makes Mark crawl forward. Left/Down Diagonal 
makes Mark crawl backward. 
“A” BUTTON: 
MARK MODE: Push to make Mark jump to climb to high places and to 
avoid the monsters and their weapons. 
MARK/MONSTER MODE: Push to make Mark jump; push repeatedly 
to make him fly. 
“В” BUTTON: 
MARK MODE: Swings Mark’s bat to attack monsters. 
MARK/MONSTER MODE: Push to fire the photon lazer. 


STARTING THE GAME 
When you press the Start button you will see a series of screens telling you the 
story of Mark and the alien. To step through the story, press the A button. Once 
you've read the story, you’ ll probably not want to read it again; just press the 
Start button again to skip right to the game. 

The game moves from left to right. Mark marches through the various rooms 
and worlds, using the bat to destroy monsters. You’ll also come to a number of 
hidden rooms with “Boss” monsters inside. As you defeat the monsters, various 
items will appear that Mark should grab. 

When you defeat all of the bosses in a level, you will be given a key that 
allows you to clear the round. 


NUMBER OF WORLDS 


9. Each has its own Boss Monsters 


Round 1: Entrance to the Dark World. Man-Eating Plant shoots deadly 
bubbles. Giant Spider. Pumpkin Ghost. 

Round 2: Dark World Dungeon. Medusa throws snakes! Shrimp Attack. 
Haunted Well. 

Round 3: Dark World Cave. Giant Bull Man shoots cows! Guardian of the 
Giant Sphinx shoots ectoplasm. Giant Spider shoots X-web strands. 

Round 4: Dark World Castle Ruins. Giant Samurai wields a samurai sword. 
Giant Cat throws little cats. Punk Rocker attacks with his guitar. 

Round 5: Dark World Lake. Living Dead are Japanese zombies. Mad Javelin 
Man throws javelins. 

Round 6: Dark World Haunted House. This round is a maze, and Mark must 
enter doors in the proper order. Remember that the upper doors usually will 
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lead you to the boss; the lower doors will usually lead toward the exit. The 
Boss Monster is the Chameleon Man. 

Round 7: Dark World Tower. You'll have to beat three bosses in this level in 
order to get the key out of the door; start with the dragon. Giant Caterpillar. 
Giant Spider. Grim Reaper. 

Round 8: Dark World Heaven's Castle. Giant Dragon. Hand Creature. 
Snake Man. 

Final Round: Dark World Master. 


SPECIAL ITEMS 
As you destroy monsters, some of them will leave behind special items that will 


help you in your quest. They include: 


Hearts. Adds life meter points. 

Capsule. Transforms Mark to a monster for a short period of time. 

?. Mystery item. This can be points, life meter points or weapons. It can also 
cause damage. 


POWER PLAYER HINTS 
As you begin to play the game, you will learn which enemies have special items, 
including life and power points. The most efficient use of your energy is to fight 
only those enemies that have something to give you. 


USING PASSWORDS 
After finishing each round, a password will appear. If you write it down, you 
can use it at a later time to enter the game at this point. 

To enter the password, choose Continue at the title screen. Press Start and 
then use the arrow keys to select the letters for the password. When the entire 
password has been entered, move the cursor to END and then press the A 
button. 


Monster Party is a trademark of Bandai America Inc. O 1989 Bandai America, Inc. 


Ninja Gaiden" 
AGE: 5 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


In this game, the world of the Japanese Ninja, with all of its strange weapons and 
weird creatures arrives on American shores. 

The story is this: Ken, head of the Hayabusa clan, the guardian of the Dragon 
Sword, is defeated in a mysterious and unexplained duel. He leaves his son Ryu a 
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note: Take the Dragon Sword and ро to America. Find the archeologist Walter 
Smith, the letter says. 

Why? What will happen in America? The answer is all of the ordinary American 
things like wizards, ninjas and demons. 

And how did Ninja Ken end up in the Amazon? 

Ninja Gaiden includes something called “Cinema Display,” a system that shows 
movie-like scenes with close-ups of characters and different “camera” angles 
through the story. You can watch a snippet at the opening of the game if you load 
the game pak but do not press Start. It’s not quite as impressive as a widescreen 
movie, but it is a nice change of pace. 

We like the special effects from the weapons, including the whirling ring of fire 
and we enjoyed helping Ryu climb up the walls like an Oriental Spiderman. 


MANUFACTURER: Тесто / (213) 329-5880 
NUMBER OF PLAYERS: 1 


CHARACTERS 
Youare Ninja Ryu Hayabusa, son of Ken, setting off for America with a secret 
Dragon Sword. Other important characters are 


Ken Hayabusa. Ryu's father, defeated in a mystery duel with an unknown 
opponent. He has apparently been killed, but he has left behind the secret 
Dragon sword and a letter for Ryu before leaving this world. 

Irene Lew. The mysterious American Ryu meets in Jay's Bar in Galesburg. 
Who is she? What is her secret? What was young Ryu doing in a bar? 

Walter Smith. The archeologist who tums up something evil. 

Foster. An official of the American CIA who has some secret information for 
Ryu. 
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Guardia de Mieux (Jaquio.) He's poised to take over the world for his evil 
purposes. He has selected four evil forces. You can read about them in the 
section on Enemies. 


CONTROL PAD 

Arrows: Moves Ryu up, down, left or right. Use the arrow to climb or go down 
a ladder. To jump Up or Down onto the ladder, press the A button and the 
Up or Down arrow. When Ryu is on level ground, the Down arrow will make 
him crouch down. 

“A” BUTTON: Makes Ryu Jump. There is also a special Wall-Spring Jump 
that takes advantage of the fact that Ryu can jump to and cling to walls. When 
Ryu is hanging on to a wall, press the direction away from the wall and the 
A button to spring away; if you do this while Ryu is in a space between two 
walls, Ryu can spring back and forth between the two walls and climb up. 

“B” BUTTON: Controls the Sword and other selected weapons. Press the B 
button to use the sword. Press the B button together with the Up arrow to 
use the Throwing Star, Windmill Throwing Star, the Art of the Fire Wheel 
and to execute the Jump & Slash Technique. 


ON-SCREEN DISPLAY 
You will see on the screen as you play a display that includes the score, the 
Act-Level Display, the number of lives remaining, the current life meter 
reading, remaining Spiritual Strength points, Physical Strength points, any 
collect Power Items and the strength of the Enemy Boss. 


NUMBER OF WORLDS: 20 

Act 1: Destiny. 1-1 Galesburg. Practice your ninja skills here and pick up as 
many bonus items as you can, including points from the red and blue lamps. 
1-2 Jay's Bar. Enter the doors at the end of the Act to meet the mysterious 
Irene Lew. Is she a friend or a foe? Here she will seem to be both. 

Act2: The Escape. Ryu awakes in prison, but Irene offers him some help. What 
kind of girl is she, anyway? Continue to grab those special items wherever 
you can. 2-1 Outpost. 2-2 Death Valley. 2-3 Amura's Altar. 

Act 3: The Chase. Here you will meet Walter Smith, the archeologist friend of 
father Ken. Walter will tell Ryu the story of the two statues: the Light Statue 
and the Shadow Statue. Smith had discovered the evil secrets of the statues 
onadig inanancienttemple in the Amazon. It seems that it was Ryu's ancient 
ancestor, Shinobi, who trapped the Light Demon within the statue; if the two 
statues are united, the demon will be released. 3-1 Crystal Lake. 3-2 Lizard 
Mountains. 3-3 Yomi's Cave. Here's Basaquer! Use your sword to deflect 
his bullets (really!) and use your knife when he comes close. 

Act 4: A Trap. Walter Smith has been killed by unknown assailants; the trap 
is sprung by the CIA when Mr. Foster tells Ryu that Jaquio's men were 
responsible for the murder. You are off to the Amazon jungle. 4-1 South 
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American Amazon. 4-2 Bazlisk Mine Field. 4-3 Temple of Darkness/Hall 
of Demons. 4-4 Space of Kelbeross. 

Act 5: Life or Death Combat. 5-1 Prison of the Dead. 5-2 Cliff. 5-3 East 
Tower Outer Wall/The Nails of Lukifell. Climb the pyramid—keep those 
Fire Wheels handy—to meet and beat Bloody Malth at the top. He's not as 
tough as he talks: pound on his shield. 5-4 Place of Red Execution. 

Act 6: The Fall of the Demon. This stage is difficult enough, but all but 
impossible without the Jump & Slash. 6-1 Death Bridge. 6-2 Temple of 
Darkness/Hall of the Brahmans. 6-3 Temple of Darkness/Hall of Judg- 
ment. 6-4 Temple of Darkness/The Black Throne. 


ENEMIES 
Jaquio has recruited four evil forces (they call themselves the “Malice Four") 
and an evil spirit to assist him in his evil attempt to take over the world: 


Barbarian. He carries a huge executioner's ax, and will cut anything that gets 
in his way. You'll meet him in Act 1. 

Bomberhead. He comes from the jungle of the South Bronx to a position as the 
Lord of Evil of the streets of New York. He carries a sickle and chain in Act 
2 

Basaquer. A trained killer and master of the Chinese martial arts, he carries a 
lethal dagger in each hand. Meet him in Act 3. 

Kelbeross. Once Jaquio's pet dog, he was sacrificed to the evil spirit, but has 
returned as a ghastly ghoul in Act 4. His breath is truly foul; in fact, it's 
deadly. 

Bloody Malth. The Boss of Bosses, he wears the Iron Mask of Blood and the 
Shield of Death. 


NUMBER OF LIVES 
You start the game with 3 players; There are 16 ticks on the power meter for 
each life. 


TIMING: The timer starts at 149 and counts down to 0. 


SPECIAL WEAPONS 
The following special items are available for use once gathered in the game. 
Use them by pressing the Up arrow together with the B button. 


Throwing Star. A simple throwing weapon, it flies in a straight direction. Uses 
3 Spiritual Strength points. 

Windmill Throwing Star. These stars will cut right through an enemy and then 
return like a boomerang. Uses 5 Spiritual Strength points. 

The Art of the Fire Wheel. A Ninja secret gives Ryu the ability to twirl three 
balls of fire around him, burning any enemies. Uses 5 Spiritual Strength 
points. 

Jump & Slash Technique. During a jump, press the Up arrow and the B button 
to slash your way through an oncoming enemy. 
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SPECIAL ITEMS 
Each stage includes at least one special item. Other special items include 


SpiritualStrength. Look for the six-sided box, available in red and blue flavors 
to increase your spiritual strength. Red is worth 10 points, and blue 5 points. 

Time Freeze. Look for the hourglass to freeze everything on the screen for 5 
seconds. 

Bonus. The red jewel is worth 1,000 points; the blue 500 points. 

Restoring Physical Strength. Look for the medicine bottle to restore strength 
by six points. 

1-Up. Worth another life. 

Invincible Fire-Wheel. Flames circle around Ryu, killing any enemies they 
come into contact with. 


I ALWAYS WANTED TO KNOW 
What is a Gaiden? It's Japanese for a telegram, like the letter Ryu receives from 
his father. 

Sometimes Ryu seems to just stick to the wall and I can't get to do anything. 
Help! This is nota problem—it is a solution. Use Ryu's curious ability to climb 
the walls to scale buildings and walls to your advantage by escaping enemies, 
retrieving treasures and otherwise passing through America in this way. To get 
off the wall, press the arrow key away from the wall and the A button. Practice 
pogoing your way up a pair of opposing walls. 

How 01 get away from Bomberhead? Read the answer to the question above 
. .. climb the walls to get out of his way, and then attack him when he is in 
mid-swing with his chain and sickle. 


SUPER SECRET! 
There's a yellow spider hanging above you at the start of Act 4; kill it and gain 
an extra life. 
What? Could Ken really be alive? Could he be the ultimate challenge to Ryu? 
Well... 


POWER PLAYER HINTS 
Grab every bonus and power item you can; you'll find it all but impossible to 
make it through the game without their help. 

Similarly, be sure to stock up on Spiritual Strength as you enter the upper 
challenges, especially the Hall of Judgement, where you'll need around 100 
points as a minimum. 

The Fire Wheels are probably your most potent weapon. Be sure to grab them, 
and use them wisely. 

There’s a secret way to grab items in upper levels without using up the Power 
Points that go with the powerful Jump and Slash technique. Press and hold the 
Down arrow while Ryu is in midair and then press the B button to extend his 
sword. It takes a bit of practice. 
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POWER ZOOMING 
There is a Continue option offered at the end of each game. Just press the Start 
button. 


Ninja Gaiden is a trademark of Tecmo, Inc. O 1989 Tecmo, Inc. 


Paperboy" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Being a paperboy is hard work. You've got to steer your bicycle down the street, 
remembering which houses are customers and which ones are not. You've got to 
watch out for oncoming cars, nasty dogs and overhanging trees. And there are lawn 
ornaments, fire hydrants and sewer grates. 

Oh yes, let's not forget tornados, break dancers, tombstones and the Grim 
Reaper. 

Yes, Paperboy the game is not your ordinary route, but instead is a clever and 
entertaining translation of the arcade super-hit to the Nintendo screen. A lot of its 
appeal comes from the fact that this is a world that (more or less) is much like the 
ones that a lot of Nintendo players know about. 

Your job as paperboy is to deliver your stack of “The Daily Sun" papers to your 
subscribers. At the start of each round of the game, you'll see a map of the 
neighborhood with your subscribers indicated in white, yellow or blue. Red houses 
are non-subscribers. 
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As you steer your bike up the road, dodging obstacles, your aim is to land your 
Daily Suns in the newspaper paperbox of subscribers. You'll get the most points 
for popping those papers right into the box, fewer points for merely landing one 
on the porch or just hitting the door. 

But, while you’re at it, you can break the windows of non-subscribers and 
otherwise cause havoc at the homes of people who don’t pay for your services. 

Atthe end of each day’s deliveries, you enter into the Paperboy Training Course, 
a delivery boy’s boot camp. Here you get to pick up some extra points while you 
hone your skills by tossiríg papers at targets and avoiding obstacles. 

The graphics are simple and very clear, and there are some very nice sound 
effects—smashing glass, the satisfying thunk of a paper landing against a door, or 
the scary sound of a car’s horn. The musical background, though, just keeps 
repeating again and again. 


MANUFACTURER:  Mindscape / (312) 480-8715 


NUMBER OF PLAYERS 
1 or 2. In a two-player game, the contestants alternate turns. 


CHARACTERS: You're the Paperboy. 
CONTROL PAD 


Arrows: Leftorrightarrows move the boy and his bicycle left or right. Pressing 
the Up arrow will speed up the bike; pressing the Down arrow will throw on 
the brakes. Letting go of the arrow keys will result in a gradual slowdown. 

“A” or “B” BUTTONS: Press either button to throw a paper. 


PAUSE 
Press the Select button to pause the game; press the button again to resume. The 
pause command may not work where there are digitized sound effects. 


NUMBER OF WORLDS 
There are seven days in a week, and you've got to get up at the crack of dawn 
every day to deliver your papers. Each of the rounds in the game is identified 
as a day of the week. 


NUMBER OF NEWSPAPERS 
You start out with a bundle of 10, which is not enough. Y ou'll need to look for 
the little stacks of papers scattered on the front lawns of some of the houses on 
your route; run over the stack to pick up a news supply. 


NUMBER OF LIVES 
4 to begin with. You'll lose one life each time you crash and fall down, are hit 
by a truck or otherwise fail to complete your paper róute. 
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NUMBER OF SUBSCRIBERS 
At the end of each day's run, you'll receive your Daily Report from your 
supervisor. He'll inform you of complaints from subscribers; any who did not 
get their papers will cancel. Then you'll start the next day's deliveries with your 
list of remaining customers. 


TIMING 
Your pass down the streets is not timed, however the training course at the end 
of each day's work is limited to 45 ticks of the clock. If you can complete the 
course in that time or less, the number of seconds remaining will be multiplied 
times 100 and added to your score. 


SCORING POINTS 

Tossing the paper into a subscriber's paperbox 750 
Tossing the paper onto a subscriber's porch 300 
Breaking the window of a non-subscriber 300 
Hitting a bush, tombstone, lamp or garbage can 300 
Hitting a round target on the training course 200 
Hitting a box target on the training course 100 
Picking up an extra bundle of papers 50 


In the Training Course, you will receive the following extra points if you 
complete the course: 


Knocking over garbage cans 300 
Hitting targets 200 
Knocking over tombstones 100 


Remaining seconds on the clock, multiplied times 100 


OBSTACLES AND ENEMIES 
Hooh, boy: whata crowd. Your problems will include: Breakdancers, Cars, Dog 
Holes, Dogs, Fences, Fire hydrants, Garbage Cans, Grates, Lawn Ornaments, 
Lawnmowers, Manholes, Motorcycles, Skateboarding Fiends, The Grim 
Reaper, Tires, Tombstones, Tornados, Trees, Tricycles, and Workmen. 


POWER PLAYER HINTS 
Try to stay on the sidewalk; it's safer. But if someone or something ends up in 
your way—and you know this will happen—ride on the lawns of the houses or 
dart out into the street. 

Keep an eye on the number of remaining newspapers in your bag (a display 
in the upper left corner of the screen shows how many are left). If you see a pile 
of replacement papers on a lawn ahead, throw all of your remaining papers at 
the homes of non-subscribers to pick up some points. 

In the Training Course, ride up the ramps to replenish your supply of 
newspapers. 


Paperboy is a trademark of Tengen. O 1988, 1984 Tengen. Game pak O 1989 Mindscape Inc. 
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Rollerball " 


AGE: 5 to Adult 
DIFFICULTY: Novice-Hot Dog 


The guys at Hal sure know their pinball. One of the two very different games within 
this game pak—it's called Skyscraper—is a full-color large-screen multi-level 
pinball game from the same people who will bring The Revenge of the 'Gator - 
Super Pinball game to the Game Boy this year. Both games are superior electronic 
recreations of a mechanical pinball player. 

The second game in Rollerball is called Matchplay, and it is an unusual and 
intense head-to-head pinball competition for two players. 

This game is scheduled for release in early 1990; we worked with a prototype 
and preproduction instructions. We will discuss the two games separately, starting 
with Skyscraper. 


MANUFACTURER: Hal America / (503) 644-4117 


Skyscraper" 
NUMBER OF PLAYERS 


1 to 4 players can compete in the Skyscraper game in alternate turns. 
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CONTROL PAD 
Arrows: Not used. 
“A” BUTTON: Press the A button to pull back the plunger and release it to 
start the game. Press the A button to flip the right flipper. 
“B” BUTTON: Also used to flip the right flipper. 


NUMBER OF LEVELS 
There are 4 levels to the Skyscraper game. The plunger lane is located at the 
base of the game, at Screen D; the lane will go up through Screen C and release 
the ball at the top of Screen B. 


NUMBER OF LIVES 
You will have three balls to start and game play continues until all are lost. 


Free Ball. You can win a free ball by extinguishing all of the bumpers on Screen 
A and then placing a ball in Slot 5; you'll see the words Shoot Again 
displayed, and you will win a free ball. 

Multiball. If you open Gate 1 on Screen A and then place a ball in Slot 1 of the 
same screen, the ball will be held there and a free ball will be put into play. 
The original ball will return to play and the game will continue with both 
balls active at the same time. If one of the balls drops into the next screen 
down, it will be stored there until the ball still in play drops down one screen; 
then they will both become active. This will continue until one of the balls 
drops from the game at the bottom of Screen D. 


THE SLOT MACHINE 
At the top of Screen B, above the Empire State Building, is the trigger to the 
slot machine. When the ball passes through the trigger, the reels of the slot 
machine start spinning. 

If the slot machine lands on three Bells, the Bonus Multiplier advances by 
one step. 

If the slot machine lands on three Cherries, saver posts will appear at the 
bottom of Screen D (the exit from the game) and at the bottom left corner of 
Screen A, and gates will open in Screen A and Screen D, and a ball landing in 
Slot 4, at the top left corner of Screen C, will be shot upwards in Screen B. 

If the slot machine lands on three Eggplants, you will lose the special 
advantages won with the Cherries. 


I ALWAYS WANTED TO KNOW 
Why eggplants? The same noble fruit is also the booby trap of Revenge of the 
"Gator, the new Game Boy pinball game reviewed in this book. See our 
comments there. 
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POWER PLAYER HINTS 
There are times when you will want to hold down the arrow pad and the A 
button to hold flippers above the approaching ball in the up position to allow 
the ball to advance upwards one screen. 


Matchplay™ 
NUMBER OF PLAYERS: 2 


CHARACTERS 
Player 1 is captain of the Elephant team, player 2 is captain of the Donkey team. 


CONTROL PAD 
Arrows: Move the Left Flipper. 
“A” BUTTON: Moves the Right Flipper. Also used to start the game. 
“B” BUTTON: Can also be used to move the Right Flipper. 


NUMBER OF WORLDS 
The winner of each round is awarded a medal. The first player to win 10 rounds 
wins the game. The players are allowed to assign Handicaps to one or the other 
player, giving one player a head start in medals. Use the Select button, the Right 
arrow and the A button to assign points to the Elephant; when Other Player is 
displayed. 


NUMBER OF LIVES 
1 life per round. The game is won when one player reduces his opponent's score 
to 0. 


SCORING POINTS 
You’ ve got to think backwards to win this game. The goal is to reduce the point 
total of your opponent to 0. You can do this in several ways, principally by 
hitting the Bumpers and Spinners in the upper left or right corners of the screen. 
If Target 6 (there is one in each side, just below the Level Meter) is hit, the 
special command displayed in the command panel in the middle will be 
executed. The command applies to your opponent. The commands include 


-10 Pts. Subtracts 10 points from your opponent’s score. 

-50 Pts. Subtracts 50 points. 

-100 Pts. Subtracts 100 points. 

+50 Pts. Adds 50 points to your opponent’s score. 

Flipper. Makes the Flipper on one side disappear for a short period of time. 
G. Adds Gravity to make the balls heavier for a short period of time. 
Score. Cuts your score in half. 
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There is also one particularly sneaky feature of this game. When all four of 
the buttons across the center of the screen are turned blue, the scores of the two 
players are reversed! 


DID YOU NOTICE? 
If you can tear your eyes away from the ball for a moment, take a look at the 
expressions on the face of the elephant and donkey. If the elephant gets way 
ahead, he'll be very happy and the donkey very angry; if the elephant falls far 
behind, he falls fast asleep. 


I ALWAYS WANTED TO KNOW 
Why elephants and donkeys? We don't know whether these same characters 
were used in the Japanese version, but these two animals are the symbols of the 
Republican and Democratic parties in America. What this has to do with pinball, 
we haven't a clue. 


Rollerball, Skyscraper, and Matchplay are trademarks of Hal Laboratories, Inc.. O 1988 Hal Labora- 


tories, Inc. O 1988 Hal America, Inc. 


Romance of the Three Kingdoms" 


AGE: 8 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


Romance of the Three Kingdoms is a history book come to life, a detailed 
examination of ancient China on microchips. In its way, this game is one of the 
most impressive of all of the video games now on the market. 

Romance of the Three Kingdoms is a simulation of the palace intrigues, the 
battles, the diplomatic maneuvering and life and death in a 100-year period that 
begins in the year 184. The game is itself based on a 600-year-old novel by Lo 
Kuanchung. 

The story opens with the fall of the Chinese government of the Later Han 
Dynasty and ends with the birth of the Chin Dynasty in 280. In between are the 
rise and fall of the Wei, Shu and Wu Kingdoms—the three kingdoms. 

This is truly your opportunity to play emperor. You get to recruit generals and 
armies, strike deals with enemies and friends, control agriculture and government 
expenditures. The more you get into the simulation, the more you will get out. 

The game includes 255 different characters, each with a unique personality and 
set of capabilities. The game pak includes five different scenarios to choose from, 
each with 10 levels of difficulty. And, battery-powered memory in the game pak 
allows you to save a game in progress and resume it later. 
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This game is the second of its sort from Koei, which introduced Nobunaga’s 
Ambition in 1989. We enjoy Koei’s corporate slogan, too: “We supply the past, 
you make the history.” 

In this chapter, we’ve tried to organize some of the more important elements of 
the 40-page manual to help you study up before taking the reins of power. 


MANUFACTURER: Koei / (415) 348-0500 
NUMBER OF PLAYERS: 1 to 8, depending on the scenario chosen. 


CHARACTERS 
255! Pick your own Master and then go about recruiting a senior military staff 
and armies. 


DISPLAYS 

Main Display. Shows the current condition of the country. Commands for 
running the country and negotiating with other countries are issued from this 
mode. You are allowed one turn per “month” of the game, and you may issue 
one order per state per month. 

Map Display. The 58 states of ancient feudal China are shown, color-coded to 
show the master who governs them. 

Battle Display. When one of your states goes to war or is attacked, you will see 
a display of the battlefield. You are permitted to issue one command per unit, 
per day. 


GOAL OF THE GAME 
The object of the simulation is to unify the 58 states of China, under your 
benevolent rule. 
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NUMBER OF SCENARIOS 
There are five available scenarios for simulation play in Romance of the Three 
Kingdoms. Each is linked, but the events and outcome are different. The 
scenarios are 


Scenario 1: A Chaotic World. 189 A.D. Ho Chin, a relative of the emperor 
plots to murder the palace eunuchs (chamberlains or attendants to the 
emperor who have been surgically altered so that they supposedly pose no 
sexual threat to the boss). Ho Chin is aided in his attempt by masters Yuan 
Shao and Yuan Shu. The plot is foiled when the eunuchs learn of the plan 
and they kill Ho Chin himself. 

The tyrant General Dong Zhuo takes advantage of the tumult to name 
himself emperor. This is the point where this scenario begins. 

Cao Cao, Yuan Shao, Yuan Shu and a number of other masters escape, 
but regroup in the capital city of Loyang to attempt to overthrow Dong Zhuo. 

Being no fool, Dong Zhuo responds by burning Loyang to the ground and 
moves the capital to Ch’angan. 

Your assignment, should you choose to accept it, is to conquer at least 30 
states including Loyang (number 20) or Ch’angan (21). Your master must be 
located in one these states. 

Scenario 2: The Emergence of Cao Cao. 195 A.D. Six years have passed, and 
Emperor Dong Zhuo has been assassinated by his trusted but ultimately 
treacherous assistant, Lu Bu. 

With the death of Zhuo, every master in the country fights for the open 
job of emperor. In the ensuing battles, many are killed, including Liu Biao 
and Sun Jian. Lu Bu is killed by Cao Cao. 

Your task in this scenario is the same as that of Scenario 1, to conquer at 
least 30 states including the capital cities of Loyang and Ch’angan. 

Scenario 3: The Opening of a New Age. It is 201 A.D. Another six years have 
gone by, and Yuan Shao is in the ascendancy, extending his power to the 
north. He is in constant battle with Cao Cao. 

Sun Ce has been assassinated and succeeded by his brother Sun Quan. 

Your task in this scenario is to conquer at least 40 states. 

Scenario 4: The Battle of Red Wall. It’s the year A.D. 208 and Cao Cao has 
defeated Yuan Shao and his successors and has extended his own domain to 
all of the north. 

A year before, Liu Beo joined with Zhuge Liang (the Sleeping Dragon) 
and they have established themselves in Jingzhou. At the same time Liu 
Zhang and Sun Quan have taken the south. These two forces now come 
together to defeat Cao Cao in the Battle of Red Wall. 

Your task is to conquer more than 40 states. 

Scenario 5: The Age of the Three Kingdoms. We’re all the way to 215 A.D., 
and the winners of the Battle of Red Wall—Sun Quan and Liu Bei—have 
started to extend their power. 
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China has been split into three sections: The Wei Kingdom of Cao Cao; 

The Wu Kingdom of Sun Quan and The Shu Kingdom of Liu Bei. 
There are now just four masters and generals contending for the top spots. 
The goal here is to defeat the other masters and unify China. 


STARTING THE GAME 
To begin a new game, your first option is the selection of a scenario. Next you 
may select the number of players; your options depend upon the chosen 
scenario. (If you select 0, the computer will run a demonstration game.) 

Now you must choose a Master. Their histories and personalities are de- 
scribed in great detail in the manual of the game. 

Once the Master is in place, you must set the Master’s abilities (use the A 
button to select) for the start of the game. Abilities will change over the course 
of the simulation. 

You must choose a skill level: 1 is the easiest, 10 the most difficult. 

The computer’s “personality” can be set as Warlike or Rational. A warlike 
personality will attack often, without regard to chances of victory. A Rational 
personality is more careful, waiting to attack only when victory seems certain. 

The player can choose whether to view battles between other states during 
the course of the game. 

Before the game begins, the computer will offer a final check, allowing the 
player to review the options selected. 


COUNTRY DATA 
This game is built around the elements of the country data for 15 critical 
elements. They are 


Master. The owner of the state. 

Governor. Administrator of the state. The governor is selected from among the 
generals in your state based on power and intelligence. If the general defects 
to the enemy, you lose control of his state. 

Gold. The contents of the treasury, needed to pay the troops and the generals. 
The amount of gold increases in the fall when taxes are collected, and when 
rice is sold. 

Rice. The contents of the food storehouse. The people and the army get hungry. 
Rice can be purchased from merchants and is also collected in the fall as part 
of taxes. 

Price. The trading price for rice, expressed in units of gold. 

Castles. Number of castles. The more castles you control, the more taxes you 
will be able to collect. Castles are also important as strategic elements of 
battles; the more castles in a state, the more difficult it will be for the enemy 
to control them all. 

Horses. Number of available horses for gift-giving to generals. 

Metal. Another measure of the state’s wealth. Metal can be traded for weapons. 
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Land Value. The value of the state’s farmland. The more productive the land, 
the higher the tax base. 

Flood. The probability of a flood from one or the other of China’s major rivers, 
the Yellow River and the Yangtze. You can devote resources to development 
to reduce the chances for flooding. 

Population. The total number of peasants. 

Loyalty. A measurement of the loyalty of the peasants to the governor. The 
lower the loyalty, the smaller the amount of taxes and the greater the chances 
for revolt and even for an outbreak of the plague. Loyalty is lowered by 
plunder, natural disasters and taxes. It can be increased by giving more to the 
people. 

Generals. The number of generals in the state serving the master. You cannot 
have more than 28 generals in one state. 

Men. The total number of soldiers in the army. 

Free Generals. The available number of generals not sworn to a particular 
master. They are usually but not always easier to recruit than enemy generals. 


JUDGING THE GENERALS 
Each of the generals can be judged based on an examination of their records, 
which can be seen by using the View command. Here's the contents of their 
records: 


Status. Employed or free. 

Men. Number of soldiers in the unit who will accompany the general into battle 
or in a political move.. 

Loyalty. The loyalty of his soldiers to the general. You can increase the loyalty 
by giving gold to the general to give to his men. 

Skill. The military ability of the army under the general's command. 

Arms. The level of armament of the army. 

Naval. The availability of seaborne units. 

Daughters. The number of master's daughters available for diplomatic mar- 
riages. 

Loyalty. Loyalty of the general to the master. This applies, of course, only to 
employed generals. Generals with low loyalty should be paid off with gold 
to increase their loyalty. 

Age. The general's age. 

Health. The general's health. 

IQ. The general's intelligence. The advice of smarter generals is more likely to 
be correct than that of a lesser general. You can give your generals some 
books to increase their intelligence. 

Power. The general's military ability. 

Charm. A measure of the general's leadership and persuasive abilities. 

Luck. 

Experience. Battle experience. Experience must be earned within the game. 
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ISSUING COMMANDS 
On each turn, you can issue one of 15 commands. Move the cursor up or down 
through the options, and press the A button when the cursor highlights the 
command you wish to use. The commands are 


Move. Move men and generals to states you control or ones that are unoccupied. 

War. To launch an attack on a neighboring state. Select the generals you want 
to use, appoint one of them as commander and decide how much gold and 
rice you will give them. 

Send. Moves rice or gold to another state. The source and target of the supplies 
cannot be at war. The risk of theft by the enemy or bandits exists. 

Recruit. Brings in free and employed generals. If you can recruit a governor of 
a state, the state becomes yours. You can recruit by sending money, a horse 
or visit and negotiate. You can also recruit soldiers from the peasantry. 

View. Examine conditions of states and generals. 

Give. Transfer payments or gifts to the generals or food to the peasants. 

Develop. Plant new rice fields or build dams to control floods. 

Train. Train the army. 

Search. Look for free generals. 

Diplomacy. Enter into negotiations with other masters. You can borrow rice, 
return rice, propose marriage between one of your daughters and a master, 
give a gift or attempt to make a military alliance. 

Trade. Strike a deal with the merchant and weapons seller. 

Appoint. Promote a general to control of a state. 

Pass. Skip a turn. 

Quit. Save data and resume, or save data and quit, or quit. 

Other. Further game options including 
Sound on/off. Controls sound effects. 

Animation on/off. Controls display of characters. 

Display wait. Controls the amount of time messages are shown on the screen. 
Use 1 for the shortest period of time and 10 for the longest. 

Watch other battle. This option shows battles between other masters in the 
course of your game. 


RULES OF THE BATTLE 

The attacker will win in the following situations: 
When the defender runs out of rice. 
When the attacker gains control of every castle. 
When there are no more enemy generals alive in a particular state. 
When the attacker captures the defending master. 

The defender will win in the following situations: 
When the attacker runs out of rice. 
When a month goes by without a conclusion to the battle. 
When the defender captures the attacker's rice. 
When the defender captures the attacking master or commander. 
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SEASONS AND NATURAL DISASTERS 
In the spring, each of the generals or masters becomes a year older, and the 
population increases by 20 percent. 

In the fall, taxes are due and the generals and the soldiers must be paid. If you 
don't have the gold, you can lose your armies. 

Every summer, there are floods in the Yangtze and Yellow river valleys. You 
can invest in dams to forestall the damage and the resulting loss of population, 
land value, taxes and loyalty. 

Plague can break out at any time, especially in the winter. 

Locusts can appear in the spring and fall and decrease the food supply, land 
value, loyalty and number of peasants and soldiers. 


CONTINUING A GAME 
Inagame of this complexity, it is not realistic to expect to complete a simulation 
in one sitting. This game includes a battery and a small amount of computer 
memory to store the position of one game in progress. Use the save option under 
the Quit command. Be sure to hold in the reset button when you turn off the 
power to protect your game data. 


Romance ofthe Three Kingdoms is a trademark of Koei Corp. © 1989 Koei Corp. 


AS Bee 
[2117 


Sesame Street? АВС" 


AGE: 310 6 
DIFFICULTY: Novice 


Like any "educational" game, Sesame Street ABC is a sneaky way to convince a 
youngster to learn by promising a bit of fun. By that measure, this game is very 
educational. 

This is the second in the series of Sesame Street games for the Nintendo system, 
following after Sesame Street 1-2-3. And like its predecessor, it consists of two 
different games in the same package. 

Letter-Go-Round is aimed at reinforcing early reading skills including 


* Letter recognition and matching; 

* Upper/lower case matching; 

* Word recognition and matching, and 
* Simple spelling. 


Ernie's Big Splash is a way for children to develop planning, predicting and 
problem-solving skills. Ernie is taking a bath, but his beloved Rubber Duckie is 
missing. The child has to help Ernie build a pathway that leads Rubber Duckie 
from his soap disk to Ernie's bathtub. 
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These games are intended to be played by the youngster with a reading adult at 
his or her side. The manual includes some special notes for readers to help in the 
educational experience. 


MANUFACTURER: HiTech Expressions / (212) 941-9703 
NUMBER OF PLAYERS: 1 


Letter-Go-Round 


The goal is to catch and match the letters on the spinning Ferris wheel. 
Parents are advised to pose questions to their children, such as, “Does this letter 
match the one on the seesaw,” or “Can you find the right letter to finish this word.” 
In the first three rounds of the game, one of the Muppets will grab a letter and 
drop it on the seesaw; the child is asked to find the matching letter on the wheel 
by pressing the A or B button when the letter is in the matching zone. Each 
successful match builds one part of the “strength-o-meter.” 


CONTROL PAD 
Arrows: Adjust the speed of the spinning Ferris wheel. 
“A” ог “В” BUTTONS: Stops the Ferris wheel to select a letter. 
Select or Start: Returns to the Letter-Go-Round menu. 


NUMBER OF LEVELS 
There are six levels of play available in the game. Three matches complete a 
round in Levels 1-3. 


Level 1. Upper case letters only. 

Level 2. Lower case letters only. 

Level 3. Players can match Upper/Upper case; Lower/Lower case; 
Upper/Lower case, and Lower/Upper case letters. 

Level 4. One Little Word. The player must match each letter in a three-letter 
word. 

Level 5. What's Missing? The Muppet friend brings out a word that is missing 
a letter. 

Level 6. Spell the Secret Word. The most advanced spelling game, the Ferris 
wheelis filled with three-letter words, but only one of them is the secret word. 


Ernie's Big Splash 


The child is asked to assemble a pathway from Point A to Point B—it can be a 
direct connection or it can be a fanciful up, down and around loop that challenges 
the child's problem-solving and logical abilities. 

Each piece displayed on the screen will have green arrows that show where the 
Rubber Duckie will enter and leave the piece. The child will need to match the 
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entrance to the existing pathway and also be sure that the exit is pointing ina logical 
direction. à 

Parents are advised to encourage the child to plan his or her pathway. 

When the complete pathway has been built all the way to Ernie's tub, the Rubber 
Duckie will end up in the bathtub with a happy splash. Pressing the A or B buttons 
will cause the Duckie to go in reverse back to the soap dish. The child can repeat 
the passage back and forth as many times as he or she like before starting another 
game. 

There are three games in this part of the cartridge: 


Game 1. Ernie's Challenge. 

Game 2. Ernie’s Fun Pal Challenge. Muppet Fun Pals appear in this game and 
the Super Challenge. The Fun Pals are special pieces with four doorways 
instead of two, and the pathway can loop through them twice. 

Game 3. Ernie's Super Challenge. 


CONTROL PAD 
Arrows: Move through the available selection of pieces of the pathway from 
Rubber Duckie to Ernie's Bathtub. 
“A” and “B” BUTTONS: Brings the puzzle to life, moving Rubber Duckie as 
far along the pathway as he can go. 
Select or Start. One press clears the screen and starts the game over within the 
same level. Two presses returns to "Ernie's Big Splash" menu. 


“Sesame Street ABC" © 1989 Children’s Television Workshop. “Sesame Street Muppet Characters" © 
1989 Muppets, Inc. “Sesame Street Muppet" characters are trademarks of Muppets, Inc. “Jim Henson" 
and “Muppets” are trademarks of Henson Associates, Inc. “Sesame Street" and Street Sign are 
registered trademarks of Children's Television Workshop. 


Stealth ATF " 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


Here's your chance to be Top Gun in the Stealth bomber, the not-so-top secret 
"invisible" bomber. This is high-tech shoot-em-up, with the player watching the 
view from inside the cockpit. 

The graphics are quite impressive, especially at take-off when there are at least 
three different planes of graphic image moving at different rates. The sound effects 
are also well done, with the engine noise increasing or decreasing with the throttle 
setting. 

We examined a pre-release version of the game pak and the manual. 
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Despite its high-tech setting, there’s not all that much unusual about this game. 
You have two types of weapons: missiles and bullets. You have one type of enemy: 
a high-speed fighter that wants to blow you out of the sky with its own missiles 
and bullets. It’s shoot or be shot. 

The game does have at least one interesting twist. At any time, a second player 
can pick up Controller 2 and take control of the enemy plane closest to the center 
of the screen. 

The bonus round presents waves of planes flying by without attacking. You just 
shoot them like fish in a barrel. 


MANUFACTURER: Activision / (415) 329-7699 
NUMBER OF PLAYERS: 1 or2 


CHARACTERS 
Youare a pilot code-named Shadow. Your controller, Pinnacle, dispatches you 
on a series of increasingly more difficult missions. 


CONTROL PAD 

Arrows: Up points the nose of your bomber down, and puts gear down when 
coming in for a landing. Down points the nose of your bomber up, and puts 
gear up. Left rolls left. Right rolls right. Up/Right, Down/Right banks to the. 
right. Up/Left, Down/Left banks to the left. 

“A” BUTTON: Fires missile. 

“В” BUTTON: Fires cannon. 

Select: Pauses the game, and also can be used to choose background sound 
between music or engine noises. 

Start: Enters Stealth mode. 
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SCORING POINTS 
Hitting a plane with a bullet 100 
Destroying a missile 200 
Destroying a plane with a missile 1,000 
Destroying plane with Sth bullet 1,000 
Mission completion bonus 5,000 
Bonus round: Destroying a plane 1,000 
Destroying all planes 10,000 
Damage bonus (no damage) 900 
Subtract 100 points for each 10% damage 
Fuel bonus 
0-620 remaining on gauge 0 
640-1,260 1,000 
1,280-1,900 2,000 
1,920-2,540 3,000 
2,560-3,000 4,000 
I ALWAYS WANTED TO KNOW 


How in the world do I land this high-tech roman candle? Carefully. Reduce 
your speed using the throttle control until your speed meter is just below the 
halfway mark. Land level, or in a slight “flare” with the nose of your bomber 
pointed slightly upwards. Don't come in too fast, and don't point the nose up 
or down too much or you'll go splat. 

What is the secret to get into the bonus round? You have to complete a round 
while sustaining zero damage in lower levels, minimal damage in upper levels. 


POWER PLAYER HINTS 
Maneuver as best you can so that the attacking planes are lined up near your 
crosshairs, but hold off launching your missiles until your electronic radar is 
locked onto the target. 


Stealth ATF is a trademark of Activision, Inc. O 1989 Activision, Inc. 


Super Sprint? 
AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


Zzzzoooommmm. This is perhaps the most realistic of any of the games for the 
Nintendo system. It is a road racing game, using computer simulations of real 
racing cars, following fanciful but believable racing tracks, and presenting mostly 
believable special challenges including guard rails, other cars, oil slicks, water 
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LEVEL 
as 


LRP: 


puddles and traffic cones. (Okay, so an occasional tornado crosses the track. The 
track must be in Kansas, right?) 

On the other hand, there’s not all that much to do in this game once you have 
mastered the skill of steering your car around the track. The entire game is 
controlled with left or right pressure on the arrow keys and the A button for 
acceleration. There is no brake pedal. 

Still, the game presents a challenge, especially when played in the two-player 
mode and particularly in one of the advanced race tracks where cars criss-cross 
each other. There are four cars on the track in each race, with two or three of them 
controlled by the computer. 

Mastering the steering will require a bitof practice. You have to mentally change 
places with the driver of your car and view the race from his perspective, not yours 
looking down on the track. 

This game was a big hit in the arcades, and has been translated to the Nintendo 
system by Tengen, in one of its unlicensed cartridges. And, the credits screen of 
the game notes that Super Sprint was “Designed with pride in Milpitas, California 
USA” which is unusual in this Japanese-dominated industry. 


MANUFACTURER: Tengen / (408) 473-9495 


NUMBER OF PLAYERS 
1 or 2. Controller 1 drives the yellow car; Controller 2 the blue car in a 
two-player game. 


CONTROL PAD 
Arrows: The arrows are used to turn the car left or right on the track. Think of 
the left or right arrows as spinning the car’s steering wheel in that direction. 
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“A” BUTTON: Acceleration. 

“B” BUTTON: (1) To replay a race you’ve just lost. When the Game Over 
message appears, press the B button on either controller. Customizing 
features will stay with the car, but you will lose accumulated points and 
wrenches. The replay can be used only twice before you will automatically 
start at the beginning. (2) Allows you to skip the display of a screen during 
the game. 


NUMBER OF TRACKS: 7 


SCORING POINTS 

The winner of a race is awarded 1,000 points. There are 14 check points on each 
track. Each one crossed in the proper order is worth 100 points. Therefore, the 
winner of a five-lap race could win as many as 15,000 points (14 times 100, 
plus 1,000). 

You сап also add 3,000 bonus points by collecting Wrenches during the race 
and trading them for points instead of customization features. 

You can also collect bonus flags on the tracks, worth 100 or 150 points each. 


SECRET WEAPONS 
A pair of Wrenches will appear on the track from time to time in different places 
in each race. 

In a one-player game, if you collect both wrenches and win the race, you will 
be able to customize your car for the next race. You will be able to add (1) Super 
Traction, (2) a Higher Top Speed, (3) Turbo Acceleration, or (4) a 3,000 point 
bonus. 

In a two-player game, you will have the same options if you collect both 
wrenches and one of the human players wins the race. 


OBSTACLES: There are a few special hazards on this track, including 


Exploding Cones. When you hit these traffic markers, they’ll explode and 
disappear, but they'll take away quite a bit of your speed—more than mud 
or water puddles. 

Hydraulic Poles. They'll pop up from the track surface at awkward moments 
and block you. Only one pole will be up at a time, so it may be possible to 
time your passage. 

Mud Puddle or Oil Slick. You'll spin out in a full 360, losing speed. 
Tornado. A bug gust of wind that will spin your car around if it hits you. 
Water Puddle. You'll slow down, but not lose control. 


I ALWAYS WANTED TO KNOW 
Is there any way for me to catch up when I fall way behind? Yes. Cheat. 
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Okay, I’m willing to do that. How do I cheat? There are Shortcuts for race 
drivers who will stop at nothing to win. Look for gaps in the wall and scoot 
across. 


POWER PLAYER HINTS 
Concentrate more on winning the race than on picking up bonus points. 
Use the wrenches you collect early on for customization features; go for the 
extra points once the car is built up. You'll need to grab two, and win the race, 
to go to the garage. 


Super Sprint is a registered trademark of Atari Games Corporation. O 1986 Atari Games Corporation. 


© 1986, 1989 Tengen. 


Teenage Mutant Ninja Turtles® 


AGE: 5 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Pts. BaRS7O0 ЖЕБЕШИ 
MEX Hea Tee 


Have you ever wondered what happens to all of those baby turtles flushed down 
the toilet at the end of their careers as pets? And what is the effect of the nasty, 
nasty toxic chemicals coursing through the sewers of the big city? 

Well, if there are any of you out there who don’t know, the answer is: Teenage 
Mutant Ninja Turtles. These are the good guys, err, good turtles, and they’re ready 
to kick some tail on behalf of their trusted friend April O’Neil, kidnapped by the 
Ninjitsu Foot Clan. The bad guys are lead by Shredder and the other members of 
the clan. 
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The battle takes place above and below the streets of New York. There are five 
levels, each with several stages. Watch out for Roller Cars and Shredder’s Life 
Transformer Gun. 

Oh, did we tell you? The TMNTs need to keep their energy up at all times by 
eating pizza. Lots and lots of it. 

Hey, now: this one we believe. 

TMNT is based on the extremely popular comic book characters that have since 
expanded into an empire that includes a television cartoon, toys, sweatshirts and 
almost anything else you could think of. 

This game is very well designed and a lot of fun to play. The musical accompa- 
nimentis not something you'll want to hum around the house, but it is appropriately 
frenetic and arresting. 


MANUFACTURER: Ultra / (312) 215-5111 
NUMBER OF PLAYERS: 1 


CHARACTERS 
4 terrific tortoises, each named after a famous Renaissance painter, for some 
reason. You сап change from one turtle to another for as long as each has enough 
energy. See I Always Wanted to Know for an important hint. 


Leonardo. He’s a whiz with his Katana Blade, a great swooping sword good 
for slicing bread and attacking overhead enemies. Use him as a mule to slog 
through the areas that require endurance rather than speed or firepower. 

Raphael. He uses a short Sai blade, sharp as a pin at the end. Great for close-in 
fighting against small, flying things. 

Michelangelo. A bit less powerful than the other turtles, he is uncommonly 
brave. He wields a wicked Nunchukus, a pair of sticks joined by a chain at 
the top. They are especially effective against smaller enemies. 

Donatello. The Bo looks like a simple stick, but in the hands of a Ninja master 
itisa super weapon. He is the strongest of the four, but he is also slow—even 
for a turtle. His stick will reach far in front and behind. 


CONTROL PAD 

Arrows: Move the turtles up, down, left or right. 

*A" BUTTON: Press to make a turtle jump. Hold down the A button for a 
while to jump higher and sail over some enemies and obstacles. When you 
are cruising in the Party Wagon, press this button to fire the Vulcan Cannon. 

“В” BUTTON: Press to make a turtle attack. When you are cruising in the Party 
Wagon, press this button to launch Anti-Foot Clan Missiles. 

“A” and “B” Buttons: Press together to make a turtle jump and attack in one 
move. 

Select: Used to enter the subscreen, and to enter and exit the Party Wagon on 
the surface. 
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PAUSE 
Press the Select button to enter the subscreen and pause the game; press the 
button again to resume play. 


NUMBER OF WORLDS 
You'll travel about, over and under the Big Apple. Places you'll visit will 
include The Sunny Side of the Sewer; The Streets of New York; The Hudson 
River; Fifth Avenue/Greenwich Village; Hudson River near the Holland 
Tunnel; Wall Street; JFK International Airport;Shredder's Base, the 
South Bronx, and The Technodrome. 


NUMBER OF LIVES 
1life for each of the four turtles. Actually, to the credit of the designers of this 
game, the turtles don’t “die” when they run out of energy, but are instead 
captured by the Foot Clan. And captured turtles can be freed by touching them 
if you find one during your adventure. Just one rescue per level, though! 


SPECIAL ITEMS 

Anti-Foot Clan Missile. You'll want one of these in Level 3 to knock down 
the barricades. 

Bo. Donatello's little stick. 

Boomerang. Knocks down anything in its path and then returns. Catch it to 
throw it again. 

Katana Blade. Leonardo's blade. 

Kiai. A rolling pin of a weapon, it will knock down anything in its path when 
thrown. 

Mr. Invincibility. Gives you a dose of indestructibility medicine for a short 
while. 

Nunchukus. Michelangelo's work of art. 

Pizza (Whole). A whole new life restored! 

Pizza (Slice). A slice of life restored! 

Pizza (Half). A whole half of a life restored! 

Sai. The point of Raphael’s defense. 

Single Shuriken. A throwing star. 

The Rope. You'll want these in levels 3 and 4 to go from building to building. 

Triple Shuriken. Three throwing stars. 


ENEMIES 
Chainsaw Maniac. His name tells all. 
Fire Freak. This guy's a real flamer. He throws fireballs that turn into clones. 
Foot Clan Soldier. A soldier on a karate kick. (Ouch!) 
Giant Frog. Stay away from his tongue. 
Mouser. Kind of a cross between a robot, a mouse and a termite, this guy likes 
to nibble on iron . . . and Splinter. 
Robo. This is a mean turtle-fighting machine. 
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Roller Car. A Foot Clan steamroller, it cruises the streets in search of turtles to 
smash. 

Searchlight Mechanism. A helicopter with a lightbulb, or is it a lightbulb with 
a helicopter? Whatever—stay out of the glare. 

Stick 'em Up (The Roof Leaper). A sewer creep, he (it?) hides on top of sewer 
pipes ready to pounce. 


The super Karate Bosses include 


Bebop and Rocksteady. Part weird beast and part common criminals, these 
nasties patrol the end of Level 1. They’re worth 4,000 and 5,000 points each. 

Mecaturtle. He may look like a cousin, but he’s not. He’s in charge of the end 
of Level 3. 6,000 points, or 7,000 if you get him after he transforms to reveal 
his true self. 

Big Mouser. That's what he is, too. You'll find him at the end of Level 4. 8,000 
points. 

Technodrome Guardian. This is the heavy artillery, at the end of Level 5. Aim 
for the Eyeclops Radar on top, it’s the weak spot. 9,000 points. 

Shredder. This is the meanest of the mean, the baddest of the bad, the ugliest 
of the ugly . . . you get the idea. You've got to destroy him and, capture his 
Life Transformer Gun. 10,000 points. 


I ALWAYS WANTED TO KNOW 

I am able to choose any turtle I want to start the game and to use next after one 

.is captured. Is there any significance here? Good question. As you progress 
through the game, you will learn that different turtles are better at different 
challenges. Your luck in the game may depend upon the order in which you 
choose your turtles. For example, Donatello's Bo Stick is very effective when 
you come across Rocksteady in Area 1, the opening sewer scenes. Try to sneak 
up behind him. Donatello or Leonardo are also good long-range battlers against 
Bebop's machine gun in the same level. 

One of the key hints for this whole game is to take advantage of your ability 
to change turtles depending on the type of challenge you face. Some situations 
may require a turtle with more of a long-range fighting ability; others will be 
more demanding of speed. 

To change turtles in midstream, go into the subscreen (push the Start button) 
and then use the Up or Down arrows to move through the available turtles. Only 
those turtles not yet captured are available. 

How do I destroy the TechnoDrome, the giant tank at the end of Stage 5? 
Hmmm ...atough question from an advanced player. Try this: disable the force 
field around the tank, and then blow up the hatchdoor so that foot soldiers can't 
keep coming out. Now go for the guns. Finally, wait for the eye of the Cyclops 
to open and then throw something at it. 


Hot New NES Games 103 


SUPER SECRET! 
If your turtles get hungry (low on energy) send them down into the manhole 
nearest to the river. They apparently make some super pizza down there. 

In Area2, you have only about two-and-a-half minutes to disarm all eight of 
the underwater bombs that Shredder has placed at the dam. You are almost 
certainly going to need at least two turtles with a full load of energy to get past 
the underwater scenes. Keep going back to the subscreen from time to time; the 
message board will let you know how many bombs there remain to be defused. 

Pile the guys in the party wagon at the start of Level 3 and go for a cruise; it 
may be the only way to get past the rockin’ Rollers. 

Captured turtles are always held in the same building on each level; find it 
once and keep going back to it, once per level. 

You're going to need the ropes to get from rooftop to rooftop, especially in 
Level 4. 


POWER PLAYER HINTS 
Youcan defeat some enemies easier by attacking them while you (and they) are 
in the air. Press the A button to jump and the B button while in midair to attack. 

On the surface you can evade the roller cars in most places by jumping on to 
the sidewalk; you can also dive down a manhole cover into a sewer and then 
immediately come back up the ladder to the surface. 

When youare at the Information Screen (after one of your Turtles is captured, 
or if you press the Start button during play) you will see an Area Map in the 
upper left corner. Your current location is indicated with a flashing white dot. 
Red Grid Squares show places where the Turtles can get through. White Grid 
Squares show you underground passages and buildings. Below the map is a 
message screen where you will receive special clues and information from your 
faithful rat friend Splinter and even from April (once you’ve rescued her). 


POWER ZOOMING 
After the last turtle has been captured or otherwise meets an untimely demise, 
you will be given the choice to Continue or End the game. If you select Continue, 
you will find yourself back in the level where the game ended, but you will not 
bring with you any weapons, ropes or pizzas you have gathered earlier. 


Teenage Mutant Ninja Turtles is a registered trademark of Mirage Studios U.S.A. © 1989 Mirage 
Studios U.S.A. Game pak © 1989 Ultra Software Corporation/Konami Industry Co. April O'Neil, 
Shredder, Splinter, Technodrome, Leonardo, Raphael, Michelangelo, Donatello, Foot Soldier, Mouser, 
Bebop and Rocksteady are trademarks of Mirage Studios, U.S.A. 
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а B 


Vegas Dream" 


AGE: 7 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Wanna bet? Vegas Dream is a casino in a Nintendo game pak. Included is 
Blackjack, Roulette, Slot Machines and Keno, along with a few diversions from 
the various strange characters who roam the streets of Las Vegas. 

You'll start the game with a $700 stake, which you can fritter away at the table 
or grow to the house limit of $1 million. You can also find ways to increase . . . or 
decrease . . . the money in your pocket because of the various scams or deals offered 
by the people you will meet in the casino. 

Youcan be given a Rolls Royce by a drunken acquaintance; you can get married; 
you can be robbed by a waitress, or you can even be conked on the head by a falling 
chandelier. We lost $15,000 at the floorshow because the gorgeous girl who invited 
us out apparently had an accomplice who picked pockets; the next time she offered, 
though, we declined and we later saw a message on the screen that she and her date 
had won a huge lottery at the show. 

This game is called Viva Las Vegas in its Japanese version. In its initial release 
in the United States you may not be able to find the game in retail stores; contact 
Hal America directly at the phone number listed here to find out how to buy a copy. 
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MANUFACTURER: Hal America / (503) 644-4117 
NUMBER OF PLAYERS: 1104 
CHARACTERS: Lots and lots of characters... . 


MODES: You can play in two modes: 
Vegas Dream. You will have all four betting games as well as the various side 
stories from the other characters. 
One Spot. The same four games as Vegas Dream, presented straight. 


CONTROL PAD 
Arrows: Used to select the game and to set the onscreen counters to the amount 
of money you wish to bet. 
“A” BUTTON: Enters the amount of bet. 
“B” BUTTON: Used to pass a round of play. 
Select: Calls the subscreen. Options here include 

Game Change. To abandon the current game and start playing another of 
the four offered in the cartridge. 

Game Stop. You will see a display of the passwords needed to continue the 
game later. In the One Spot mode, the screen will display the percentage 
of the total pot held by each player. 

Money Change. You will be able to loan money from one player to another. 
Select first the player to loan the money and then select the borrower. 


THE GAMES 
We consulted "Scarne's Complete Guide to Gambling," one of the best-re- 
spected and most scientific analyses of gambling for some hints and tips on the 
four games in this pak. 


Roulette. One of the oldest games of chance, it is the oldest continuously played 
casino game. Some historians trace its history back 1,000 years or more. 
Among early gamblers were ancient Chinese and Tibetans. The game was 
supposed to have been adapted by French Dominican monks, who are 
credited with arranging symbols around the rim of a wheel. The famous 
French scientist Blaise Pascal is said to have adapted it to a casino game in 
1655. 

The modern American roulette game has 36 numbers as well as 0 and 00. 
The operator of the wheel (called the croupier) spins it in one direction and 
then sends the ball rolling in the opposite direction on a track around the 
outside. 

Although it may appear that the numbers are distributed around the wheel 
inarandom order, in fact they are placed ina way that is supposed to alternate 
high, low, odd and even numbers. The 0 and 00—which are owned by the 
casino—are placed at opposite sides of the wheel. 
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The casino will accept almost any sort of bet. You can try to guess the 
exact number that will be chosen, which is the most difficult and the highest 
payoff. Or you can bet on any two numbers next to each other for half as 
much of a payoff, any three adjoining numbers for one-third of the payoff, 
and so on. You can also go for much easier (and lower paying) bets such as 
Odd or Even, Black or Red. All bets are losers when the ball lands on the 0 
or 00, with the exception of bets made directly on those numbers. 

Basically, the odds payoff at Roulette are usually very close to the 
mathematical chances of a particular number coming up. For example, there 
are 36 numbers plus 0 and 00 on the wheel, so there is a 1 in 38 chance of 
any particular number coming up; usual payoffs at casinos are 35- or 36-to-1 
for this sort of bet. The casino makes its profits on the 5 to 7 percent spread 
between true odds and payoff odds. 

In Vegas Dream, the payoffs are actually on the generous side. Here are 
the various bets you can make in Vegas Dream, with the game's payoff and 
the true odds. When the game's payoff is higher than the true odds, it is a 
particularly good bet. 


BET GAME PAYOFF TRUE ODDS 
Onenumber. 36101 37101 
Two numbers. 18101 19101 
Three numbers. 12101 11.67 to 1 
Four numbers. 9101 8.5101 
Five numbers. 7101 6.6101, 
Six numbers. 6tol 5.33 to 1 
One 12-number row. 3101 2.17 01 
Any 12 numbers. 3 tol 2.17 to 1 
Numbers 1-18. 2101 1.12 tol 
Numbers 19-36. 2tol 1.12 tol 


Notice that the payoffs on the last two bets, choosing 1-8 or 19-36, are the 
best bet offered on this table. It’s a boring way to spend the evening, but you 
shouldn’t lose if you put your money there. Also good bets are the 12- and 
6-number selections. Betting on any 1 or 2 numbers are not good bets in this 
game, unless you are feeling very lucky. 

BLACKJACK. This card game, unlike most games at casinos, is one that 
actually requires some skill and actually is one where a skilled player should 
be able to make some money. 

The goal of the game is to collect cards that come as close to 21 in value 
as possible without going over. Picture or face cards count as 10, number 
cards count at the number they display and aces can be counted as 1 or 11. 

All of the players’ cards are dealt face up; the first of the dealer's cards is 
dealt face down and the second face up. Once you have seen your cards—and 
have looked at the card showed by the dealer—you are given the choice to 
HIT (receive another card) or STAND (stay with the cards you have already.) 
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If your first two cards are an Ace and a face card, this is a Blackjack and 
you are paid off at 3-to-2 odds ($3 for every $2 bet). If you beat the dealer, 
you are paid off at 1-to-1 ($1 paid for every $1 bet.) 

If the first two cards dealt the player add up to 9, 10 or 11, you can Double 
Down. When you do this, the bet is doubled. The player receives one more 
card which is kept face down until the dealer shows his cards. What you are 
doing here is gambling that the next card you will receive will be a high-val- 
ued card, close to 21. 

If the first two cards received by the player are the same, he may choose 
to Split the pair. In such a case, the bet is doubled and additional cards are 
offered for each card. According to Scarne, a split is best taken in the 
following situations: 


Always split a pair of Aces. 

Split a pair of 10s or face cards when the dealer is showing a 5 or 6. 
Never split pairs of 4s, 5s, 6s or 9s. 

Split 8s unless the dealer is showing a 9 or 10-valued card. 

Split 7s when the dealer is showing a 5,6 or 7. 


Slot Machines. They're called *One-Armed Bandits" for a very good reason: 
they're there to rob. This is not to say that slot machines don't pay off a lot 
of money to people who play them, but don't mistake a slot machine for a 
game of skill. It is purely a game of chance, and the odds are always stacked 
in the house's favor. 

. In this game, you will be playing a three-reel slot machine in one of two 
variations, a Pot O'Gold with a top payoff of 10,000-to-1 or Jackpot Bar 
with greater chances of payoffs, but at smaller rates. 

Keno. This is a game vaguely like Bingo in which the player can pick as many 
as 15 numbers on a board numbered from 1 to 80 and then place a bet. The 
house will then choose 20 numbers. 


Your payoff depends on two factors: how many numbers you chose to begin 
with, and then how many you picked correctly. The highest payoff comes if all of 
your selected numbers turn up in the Keno results. Top payoff is 50,000-to-1 if you 
pick 15 numbers and all 15 are selected by the house. 


POWER PLAYER HINTS 

Enjoy the games and consider yourself lucky that this is not real money you are 

losing. What? You're winning? In that case, remember that this is just a game 

and that the real thing is much, much more weighed in the favor of the house. 
We can't give you any consistent advice on the various scams and offers that 

will come your way in the game. You'll have to go on the basis of gut feelings. 

We do note, though, that in all of our play we never beat the girl who wanted 

to play high-low; we think that gamie is fixed. 
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USING PASSWORDS 
There is a Continue mode in this game. Enter the password you received at the 
end of a previous game to resume play with the same amount of money you had 
when you quit. 


Vegas Dream is a trademark of Hal America Inc. © 1988 Hal America Inc. © 1988 CBS Sony Group. 


Willow™ 


AGE: 5 to 16 
DIFFICULTY: Apprentice-Hot Dog 


Bavmorda, a former messenger from the Spirit of the Skies, has gone bad and is 
planning to take over the world using her evil magic. One of her first acts has been 
to change Fin Raziel, the messenger of the Spirit of the Earth, into a small animal. 

Is there no one who can stop her? 

Well ... maybe. Among the tribe of the Nelwyns, there was a prophecy that said 
that one of their own would some day save the world from its most awful challenge. 
The High Aldwyn, wizard of the Nelywns, recognizes that Willow Ufgood is the 
Chosen One. 

So good buddy Willow sets out to stop Bavmorda. You'll head for Nockmaar 
Castle; be sure to stop and talk to all of the people you meet along the way and 
pick up all of the weapons and special items they'll point you toward. 

Oh, and watch out for various and sordid creeps: skeletons (or just parts of 
bodies) that will pop up, demon dogs and fiery bushes. 
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MANUFACTURER: Capcom / (408) 727-1665 
NUMBER OF PLAYERS: 1 
CHARACTERS: You аге Willow. 


CONTROL PAD 
Arrows: Move Up, Down, Left or Right. 
“A” BUTTON: Uses the currently loaded magic. 
“В” BUTTON: Uses available sword. For a Jab, press the B button and the 
arrow pad in the direction you want to attack; for a Slash, press the B button 
while Willow is standing still. Е 


ENERGY SCREEN 
The Energy Screen will appear inside a box on the screen. The information you 
will see will include 


= Level of game 


Experience Points 
= Magic Points 


= Health Points 


Experience points are gained as you progress through the levels of the game 
and defeat your opponents. Health points are the registry of remaining life for 
Willow; you can regain some health through some of the places you will visit 
and people you will meet in the game. Magic points are the energy needed for 
various acts of magic; they can be restored by visits to the right people and 
places. 


STATUS SCREEN 

The Status Screen, a Subscreen you will view when you press the Start button 
while playing, includes more detailed readings of your present condition. On 
the left side of the screen, you will see readings for Experience, Magic and 
Health points. The first number shown is your present total; the second number 
shown are the maximum number of points your character has obtained in this 
game. 

STR, DEF and AGI are status indicators for swords, shields and magic 
devices. The codes stand for STRENGTH, DEFENSE and AGILITY. 
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SECRET WEAPONS 

Willow will collect various weapons, shields, magical devices and special 
items on his journey. In order for Willow to use a sword, he has to be holding 
it; in order for him to use a magical device, it has to be “loaded.” 

To use a secret weapon, press the Start button to display the Subscreen. Use 
the arrow keys to move the pointer to: Sword, Shield, Magic or Item and then 
press the A button. Now that the system knows what you want to pick up, you 
will move to a subscreen with a listing of available choices—if you have not 
progressed very far into the game, you will have nothing to choose from. Use 
the arrow keys to move the brackets to enclose the item you want to use, and 
then press the A or B button. Press the Start button again to return to the game. 

Willow has two types of sword attacks he can employ: the Jab or the Slash. 

A Jab is a short, quick push. Press the B button and the arrow pad in the 
direction you want to attack. 

A Slash is a sweeping movement of the blade. Just press the B button while 
Willow is standing still. 

There are many different types of swords you will come across in the journey 
of Willow; each will have its own good points and bad points. Experiment to 
find out which weapon is most effective against the particular enemy you face, 
and don't wait too long to enter the subscreen and change swords if needed. 

You'll also find a variety of shields, and some will prove better than others 
when battles come. 

Every time you use one of the Magical Items, you will use up some of your 
Magic Points, which are displayed on the screen as MP. When you reach zero, 
you will have to replenish the Magic Points before you can use the special item 
again. 


ENEMIES 
The chief bad риу... or girl, in this case . . . is Bavmorda. She is aided in her 
bad efforts by a cast of characters that include 


General Kael, the strongest of the warriors. The General must be defeated 
before Willow can do battle with Bavmorda herself. 

Trolls are half-man, half-monster creatures that will eat anything—and any- 
one—in their way. 


FRIENDS 

The Brownies, whose names are actually Franjean and Roolare a pair of funny 
guys who can help Willow out with the gift of some important information. 

Fin Raziel is the messenger from the Spirit of the Earth who has been changed 
into an opossum by Bavmorda's spell. Once Willow can find her and change 
her back to a woman, she can help in the battle against evil. 

Madmartigan is a warrior of the Daikini Clan who is set out on the same 
adventure as Willow. If you can find him, he'll join your team. He's great 
with a sword, by the way. 


Hot New NES Games 111 


Po is а large bird with a special ability that will help Willow once you discover 
the secret. 
Sorsha is Bavmorda’s daughter. Willow must try to turn her away from her 
mother and join the forces of good. 


| ALWAYS WANTED TO KNOW 
So, where should I go? Everywhere. 

Smart guy! Tell me about some of the secret places in the game. Okay, here 
are a few of the locations worth checking out: the Tavern of the Traveler at 
the south edge of the lake; the Haunted Island in the middle of the lake and 
the hidden country of Tir Asleen in the northeast corner (top right) of the world. 


SUPER SECRET!: 
Ah, women: to get past Sorsha, guardian of the final two bosses in the game, 
slip her a love potion. 


POWER PLAYER HINTS 
The first thing you're going to want to do is go and get yourself a good weapon. 
The easiest to pick up is the Long Sword of Vonkhar. You can find it by visiting 
Mr. V in his hut. From the opening scene, head left as far as you can go (three 
screens) and then go up two screens. Enter into the hut you see, and collect your 
weapon. 

When you are hit by a bad guy, but still have enough health points to continue 
to play, Willow. will flash for a few seconds. During those seconds, he is 
invulnerable. You may find that the only way to get past some of the enemies 
will be to charge right through them, sacrificing some health. 

Other enemies don't have to be fought; you may instead find a way to run 
away from them. 

Some ghosts will split into several specters as you approach; while they are 
in the process of splitting, you should be able to run right by them. 

Be sure to explore all of the huts you pass, and also stop to talk to any people 
you meet along the pathways. Many of them will have special information to 
pass along. Press the A or B button to continue dialogue with the people you 
meet. 

Like most adventure games, you'll do better if you draw a map of places 
you've been. 


USING PASSWORDS 
The game includes a continue feature that allows you to go back into the game 
a few screens before the point where you lost your life. You can also obtain a 
password and use it to reenter the game at a specific point another time. 


Willow and all elements of the Willow fantasy are trademarks of Lucasfilm, Ltd. O 1988 Lucasfilm 
Ltd. Allrights reserved. Game programming and documentation, exclusive of Willow elements: O 1989 
Capcom Co. Ltd/Capcom U.S.A. Inc. 
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New Game Boy Paks! 


About the Nintendo Game Boy™ 


Pound for pound, or should we say ounce for ounce, the new Nintendo Game Boy 
portable system is one very impressive piece of computing/game equipment. 

It includes all of the features of the full-sized NES in its small package, except 
for the quality of the picture. The Game Boy, of course, does not send its image to 
a color television set but instead to its tiny (about 1.5 inch by 1.5 inch) built-in 
screen. On the other hand, the mighty midget Game Boy has full stereo sound 
output that makes the original NES sound like a scratchy record. 

Here are the vital statistics for Nintendo’s new Boy: 


Born: 1989 in Kyoto, Japan. 

Product Name: DMG-01. 

Marketing Name: Nintendo Game Boy. 

Weight: 10.5 ounces, with four batteries installed. 

Size: 3.5 inches wide, 5.8 inches tall and 1.3 inches thick. 

Power Source: 4 AA batteries, or rechargeable battery pack. 

Electronics: Custom 8-bit CPU (Central Processing Unit) of CMOS design. 
CMOS stands for Complementary Metal Oxide Semiconductor, which is a 
design of electronic chips that draws very little power and therefore works well 
in battery-operated systems. Also included in Game Boy are two 64Kbit static 
RAM memory chips, used to store information about the game and screen image 
in progress. 

Audio: Full digital stereo through the headphone jack. Monaural (one channel) 


sound through the built-in speaker. The speaker is automatically turned off when 
a headphone is plugged into the Game Boy. 
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Display: Liquid Crystal Diode (LCD) image, dark blue against yellow-green 
background. 


The Screen 


About the LCD: The screen in the Game Boy works by electrically charging 
portions of a matrix of tiny diodes, making them turn dark. Images are made up of 
hundreds of tiny dots turned dark. 

A television screen also produces its images using a “dot matrix” but the TV 
works by actually giving off light when the electron gun strikes a phosphor dot on 
the inside of the screen. The LCD does not produce any light, but instead reflects 
an image using the light that is around it. 

You'll find very quickly that the Game Boy is best used when you have a strong 
light that shines on it at about a 45 degree angle. Be sure to use the contrast 
adjustment dial on the left side of the device to try to find the best setting. 

The LCD is also fairly sensitive to extreme temperatures. If it is very cold, the 
LCD screen may become noticeably slower to respond, or even completely stop 
displaying an image. A very high temperature could cause the LCD chemicals to 
change, destroying the screen. So, be careful not to leave the Game Boy out in the 
sun, or in a particularly hot place like the inside of a car parked at the beach. 

Unfortunately, there is no way to improve the LCD screen of the Game Boy that 
we know about. Yet. 


The Sound System 


About the headphones: First of all, although the sound is quite good through the 
stereo earphones that come with the Game Boy, you don’t have to limit yourself 
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to that particular design. Any Walkman-like headphones with the same miniature 
plug will work—be sure the plug is stereo. 

If you want the ultimate in Game Boy sound, here’s a tip you won’t find in the 
instruction manuals: Try plugging your Game Boy into your home stereo system! 

First, you'll need the proper cabling and plugs. A visit to your local Radio Shack 
or other electronics store should turn up exactly what you need for under $10. 

At the Game Boy end, you want an 1/8-inch stereo plug adapter that converts 
the line to two monaural phono plugs. 

To connect to the stereo, buy a pair of six- or eight-foot phono “patch cables.” 
(You can find in many stores a single cable that has two phono connectors at each 
end.) 

(You may even find a specialty cable that combines both pieces in one: it will 
have an 1/8-inch stereo miniature plug at one end and two monaural phono plugs 
at the other.) 

Now, making sure that the power to your stereo system is turned off, plug one 
end of each phono cable into an unused PHONO or AUX input at the amplifier or 
receiver. One cable is used for the Left signal and the other for the Right. 

Plug the miniature stereo plug into the Game Boy and connect the cables 
together. 

Set the amplifier or receiver’s input switch on the front to PHONO or AUX 
(whichever you used), turn on the stereo system and the Game Boy and listen to 
the music! 


The Video Link 


About the Video Link cable: One of the really exciting features of the Game Boy 

is that it can be used in head-to-head competition with another system. This is not 

just a matter of two players taking sides in a single game—you can already do that 

in a number of NES games. Instead, with some Game Boy games such as Tennis, 

Baseball or Tetris, each player sees the game from his or her own perspective. 
Here are a few basics of Video Linking: 


1. You must have two Game Boys; 

2. Each Game Boy must have its own copy of the game to be linked; 

3. You must interconnect the two Game Boys with the Video Link cable (one 
is supplied with each system purchased, and 

4. Make sure that the power is off when the cable is plugged into each Game 
Boy. 


The Games 


Nintendo has grand plans for a whole library of software for the Game Boy. We 
pounced on the first titles from Nintendo itself—Treleased for the Christmas 1989 
season—and also worked with some of the licensees scrambling to come up with 
games for sale early in 1990. 
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Alleyway™ 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


Alleyway is amodern Game Boy interpretation of one of the oldest of video games. 
Earlier versions bore names including “Breakout” and “Arkanoid.” 

The goal of this game is to move a paddle left and right across the bottom of the 
screen to be beneath a falling ball, redirecting it back up to break a row of blocks 
at the top of the screen. When all of the blocks are destroyed, you will move on to 
anext, more difficult stage. 

Like most good games, it is deceptively simple and increasingly challenging. 
The first screen, for example, is pretty basic, with a stationary row of blocks at the 
top. By the second screen, though, the group of blocks at the top starts to move 
across from right to left. Later on the blocks will start to drop down toward you. 
And, there are the bonus stages, at least one of which includes a set of blocks in 
the familiar shape of a short Italian guy with a dopey brother. 

After Stage 4, when the ball hits the ceiling the size of your trusty paddle will 
be reduced. 

There is just a touch of music in this game at the end of each level. Instead, the 
only noises are the bings and beeps the game assigns to the walls, ceilings, blocks 
and paddles. The result is an appropriate intensity. 

By the way, on the box for this game Nintendo describes Alleyway as “Inter- 
stellar pingpong with a deadly energy ball!” According to the box, “Your spaceship 
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is at the gate of the Alleyway. Use your vessel to repel the energy ball. Atomize 
space grids with your return shots.” In a world of hype, that description may be 
worth a blue ribbon prize; there’s not a hint of such a space story in this game, but 
that’s all right: it’s still a lot of fun and a well-created game. 


MANUFACTURER: Nintendo / (206) 885-7529 
NUMBER OF PLAYERS: This is a 1-player, 1-Game Boy game. 
CHARACTERS: You are the controller of the paddle. 


CONTROL PAD 

Arrows: Move the paddle left or right. 

“А” BUTTON: Releases the ball to start the game. Also, if the A button is 
pressed while the Left or Right arrow key is pressed, the paddle will move 
quicker. z 

“B” BUTTON: If the B button is pressed while the Left or Right arrow key is 
pressed, the paddle will move slower. 


RESET 
To reset the game, press the Select button at the same time as the Start button 
to return to the title screen. 


NUMBER OF LEVELS 
There are 24 stages plus 8 bonus screens for a total of 32 levels. 


NUMBER OF LIVES 
You start the game with 5 lives, and will lose one each time you miss the ball 
with the paddle. You will gain one life with each 1,000 points you score, up to 
a maximum of 9 remaining paddles. Once your score is over 10,000 points you 
will earn no new lives. 
Mario hops on the paddle at the start of the game, and then hops off at the 
end. 


SCORING POINTS 
Each of the block types is worth a varying amount of points, as follows: 
White. 1 point. Gray. 2 points. 
Black. 3 points. Black/White Half-and-Half. Unbreakable. 


When the ball hits a gray or black block, it will move faster. 


TYPES OF SCREENS 
There are four types of screens that the game will cycle through. 
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Basic Screen. This is the opening screen, with 7 rows of blocks at the top. The 
blocks are stationary. 

Scrolling Block Screen. The rows of blocks at the top of the screen scroll from 
right to left or the other direction. 

Advancing Block Screen. Sometimes the rows of blocks at the top of the screen 
will descend one row toward the paddle. If you can clear this screen, you will 
enter one of the bonus stages. 

Bonus Stage. This is a timed level; your goal is to break as many blocks as 
possible within the allotted time. If you miss the ball, you will exit the bonus 
stage but not lose a life. 


POWER PLAYER HINTS 
Use the speedup and slowdown buttons (A button and B button) together with 
the Arrow keys. Learn to coordinate the speed of the paddle to the speed of the 
descending ball. 
Ordinarily, the ball hitting the paddle will rebound at the same angle, just like 
the blocks, walls and ceilings. However, there are several special techniques 
you can use to put a bit of “English” on the ball: 


Snapping the ball. Change the direction of the paddle at the moment it is hit 
by the ball. 

Pushing the ball. Hit the ball with one end or the other of the moving paddle, 
shoving it toward the wall in the direction the paddle is moving. 

Pull the ball. Move the paddle in a direction opposite that of the ball at the 
moment it is hit. 


SPECIAL RULES 
If your score reaches over 10,000 points, the onscreen display will recycle to 
0000 and a special symbol will appear at the score location. 


Alleyway is a trademark of Nintendo of America Inc. © 1989 Nintendo of America Inc. 


Baseball 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


This is a very little league, but the play action is quite major. Game Boy Baseball, 
although by no means as rich in features as the NES games you'll read about in the 
Sports chapter of this book, is still a quite detailed game and worthy of attention 
for the mobile player. 
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Fielding is “auto defense” for most routine balls, meaning the computer will 
help out from time to time, but the head-to-head competition against the pro- 
grammed opponent makes for a tough game. 

And, the “point of view” differences between what two human players will see 
on a pair of Game Boys is something that cannot be duplicated on the big NES 
system. 


MANUFACTURER: Nintendo / (206) 885-7529 


NUMBER OF PLAYERS 
1 or 2 players, 2-player game can only be selected if two Game Boys are used, 
each with its own Baseball game pak, connected by the Video Link cable. In 
the 1-player game, you compete against the computer. In te 2-player version, 
each contestant controls his own team. 


CHARACTERS 
The home team White Bears and the visiting Red Eagles baseball teams, 
available in slightly different American and Japanese versions. The star pitcher 
on the Bears is some guy named Mario; the Eagles rely heavily on aright-handed 
fastballer named Luigi. 


STARTING THE GAME 

At the start of the game, you can choose between USA and JPN (Japanese) 
modes, and can choose to leave background music (BGM) on or turn it off. Use 
the arrow keys to move the cursor to your selection and then press the Start or 
the A buttons. 

Next you will be able to choose which of the two available teams you would 
like to manage. The White Bears are always the visiting team, and bat first; the 
Red Eagles are in the field. 


120 Ultimate Unauthorized Nintendo Game Strategies, Volume 2 


The final selection is the choice of a starting pitcher. Use the arrow keys to move 
the cursor to the pitcher you want to use, and then press the A button or Start to 
begin the game. 


PAUSE 
Press the Start button to call a time-out. Press the button two times more to 
resume play. The Start button is also used to call in a relief pitcher. 


BASE SELECTION 
To move the runner or throw the ball to a particular base, use the arrow keys in 
combination with the specified A or B buttons as follows: 


Right arrow. First base Up arrow. Second base 
Left arrow. Third base Down arrow. Home plate 
PITCHING 
Arrows: Before releasing the ball: moves the pitcher left or right on the pitching 
mound. 


Once the ball is released: the left and right arrows can be used to affect 
the flight of the ball to the inside or outside of the plate. The up and down 
arrows can be used to affect the speed of the ball; the up arrow slows the 
pitch, the down arrow speeds it up. 

“A” BUTTON: Press once to set the pitcher in position on the pitching mound. 
Press a second time to throw the ball. 

“B” BUTTON: Changes display to field screen. Used in pick-off attempts. 

Relief pitchers: To change pitchers in the middle of a game, press the Start 
button twice. The name of available relief pitchers will be shown. Use the 
arrow keys or the Select button to choose a new pitcher, and then press the 
A button to make the pitching change. 

Pick-off move: To attempt to pick a runner off his base, press the B button to 
change to the field display. Then press the A button and the control arrow 
for the base you want to throw to. 


BATTING 

Arrows: Move the batter left or right within the batting box. 

“A” BUTTON: Pressed firmly, makes the batter swing. Tapped quickly, the 
batter will attempt a bunt. 

Pinch hitting: To change batters, press the Start button to call time, and then 
press the button again to display a list of available pinch hitters. Use the arrow 
keys or the Select button to choose a new hitter. Press the A button to put 
the new batter in the game. 


RUNNING 
To advance to a new base, press the arrow pad for the base you want to and 
press the B button. 
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To return to the previous base to avoid being tagged out, press the arrow key 
for the base you want and press the A button. Once the runner comes close to 
a base, he will automatically try to slide; once he is in a slide, he cannot be 
recalled to the previous base. 

To attempt to steal a base, press the B button and the appropriate arrow key 
while the pitcher has begun his windup. 


FIELDING 
The game is set up so that fielders will automatically catch most “routine” fly 
balls and popups. You can just watch as the fielder moves into position and 
raises his hand to indicate he has the ball in sight. 

Balls hit on the ground, fly balls down the left and right foul lines and long 
fly balls that strike the fence usually require the player to chase them with the 
fielder. Use the arrow keys to move the fielder into position; when he comes to 
the ball, it automatically goes into his throwing hand. 

When an infielder gets the ball, he can throw it to any base by pressing the 
appropriate arrow key and the A button. The infielder can also run to a base 
with the ball; just press the appropriate arrow key and the B button. While 
running, you can decide to throw the ball; press an arrow key and the A button. 

Outfielders can throw the ball to a selected base using an arrow key and the 
A button, but cannot run to a base with the ball. 


USA vs. JPN TEAMS 
The American and Japanese batting orders are subtly different. Pitchers on the 
American teams are stronger and faster, relying more on their fastballs than on 
curveballs. 

There are more left-handed players in USA mode; the Red Eagles on the 
American side having 7 southpaws and just 4 righties. A good strategy, if you 
are the manager of the White Bears, would be to use a left-handed pitcher against 
the Eagles and pitch inside. 

We ran a computer analysis of the statistics on the two teams, in their USA 
and JPN versions. 

Both of the White teams (USA and JPN Bears) have Composite Batting 
Averages of .293; both Red teams (USA and JPN Eagles) bat .291 as a team. 
All four teams share the same Composite Batting Ability at 2.91 and Composite 
Batting Skill at 2.18. 

The only slight differences come among the pitchers. 


Composite Composite Composite 

Pitching Pitching Pitching 

Stamina Speed Changeup 

USA WHITE BEARS 1.5 (B++) 1.75 (B+) 2.5 (C++) 
JPN WHITE BEARS 1.75 (B+) 2.75 (C+) 1.5 (В++) 
USA RED EAGLES 1.5 (B++) 1.75 (B+) 2.5 (C++) 


JPN RED EAGLES 2.0 (B) 2.75 (C+) 1.5 (B++) 
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In pitching stamina, an A indicates the strongest pitcher, one most likely to 
be able to fire those fastballs for a complete game. Pitching speed uses A to 
indicate the hardest fastball. Pitching changeup uses A as the mark of the pitcher 
with the best curveball and screwball. 

Game play in both modes is the same. You’ll notice that the Japanese 
scoreboard lists strikes first, then balls; a “full count” in Japan is 2-and-3. Also, 
the radar gun on the Japanese pitchers will display speed in kilometers per hour. 


2-PLAYER 
GAME:An exciting variation of the Baseball game pak comes when you hook 
up two Game Boys for head-to-head competition over the Video Link cable. In 
addition to a second game Boy, you'll need two Baseball game paks and the 
cable. As with all Video Link games, connect the cable and install the game 
paks with the power OFF and then turn both machines on. 


GROUND RULES 
Just like the major leagues, Game Boy Baseball has its own special ground rules 
for the stadium. They include 


If one team goes ahead by 10 or more runs, the game is declared over. 
If the game is tied at the end of 9 innings, there will be a 10th inning played. If 
neither team is ahead after 10 innings, the game is declared a draw. 


SUPER SECRET! 
The pitcher and catcher in this game are really not all that good at holding 
runners on base or throwing them out in a steal attempt. So, include the stolen 
base as an important element of your offensive repertoire. 


POWER PLAYER HINTS 
Most of the same theories that apply to major league baseball can be used in 
this game. 

Note that the batting order does not assign fielding positions. Therefore, if 
you wanted to immediately pinch hit for the weakest player on your team you 
can do so without having to worry about replacing him in the field. 

Most managers prefer to be the home team, not just because the crowd is 
behind you. Having the sudden-death bottom-of-the-ninth inning for tie games 
can be a considerable advantage. The Red Eagles are the home team in both the 
USA and JPN modes. 


Baseball game pak O 1989 Nintendo of America Inc. 
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Boxxle™ 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


The hardest thing about this game is putting it down to write this chapter. Boxxle 
isa charming, fun, clever, challenging exercise for the brain that is perfectly suited 
for the Game Boy. 

FCT's latest corporate slogan is “Not Just Kid Stuff,” and we would agree. This 
electronic puzzler is likely to hook older children and adults who in past years have 
spent their time with Rubik’s Cube. We also suspect, though, that many young 
players will appreciate its challenge too. 

Apparently every Nintendo game needs a story, so here goes the official line 
from FCI: It seems there is this guy named Willy who has a job in a warehouse 
moving boxes around. He’s doing this, we’re told, to earn enough money to buy a 
wonderful present to win over the girl of his dreams. 

How exciting can moving around boxes be? Well, you’ve got to move the boxes 
so that each one ends up sitting on the appropriate dot marked on the floor of the 
warehouse. There are walls in the way and twisty corridors to navigate. If you move 
the boxes into a corner or up against the wall, you may not be able to get behind 
them to push them into place. The trick here is to think through each screen and 
plan your moves carefully. 
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All along, Willy’s work is-accompanied by a bouncy sound track with a great 
beat. And Willy raises his arms in triumph and cheers when he succeeds—we 
suspect you will, too. 

The game wisely includes a password feature, allowing you to re-enter the game 
at the highest stage you have cleared—otherwise this fun-filled game could lose 
its charm. And, the game even includes the option for the player to build three of 
his own warehouse scenes—a nice added feature that will allow you to challenge 
yourself and your friends with your own creations. 

The game appears to be similar in concept to The Adventures of Lolo, marketed 
by Hal for the full-size NES. 

We looked at the Japanese version of the game, called Soko-Ban, as FCI readied 
the English-language adaptation for the American market. 


MANUFACTURER: ЕСІ / (708) 968-0425 
NUMBER OF PLAYERS: 1 
CHARACTERS: You are Willy the warehouse worker. 


CONTROL PAD 
Arrows: Move Willy Up, Down, Left and Right. When Willy is behind a box, 
he can push it into place. 
“A” BUTTON: Backs up one move if you make a mistake in the game. In the 
pregame menu mode, the A button executes your choice on menu screens. 
“B” BUTTON: Cancels. Returns the screen to the previous menu. 
Start: Calls up menu screens and also executes your choice from the menu. 


NUMBER OF WORLDS: 108 screens of boxes. 


PLAYING THE GAME 
It’s a lot harder than it looks. Use the arrow keys to move WIlly around the 
screen. He can push—he cannot pull—the boxes around. The goal is to place 
all of the boxes on the dots. When you have placed all of the boxes, you will 
move on to the next screen. 

On the screen, you will see two sets of numbers in the upper right corner. The 
top number is the Area and Screen Number. Below that is a four-digit number 
that records the number of moves you have made in each warehouse. The 
number increases once for each square Willy moves—even when he is doubling 
back to get into position to move a box. 

After each screen is cleared, you will see a menu with the option to go on to 
the Next screen, or to Select another one of the screens in the current area. Note 
that you cannot select a screen in a different area—you’ ll need to earn your way 
into another area, or enter it using a password from another session. On the same 
menu, you will see the Passkey for the game thus far. 
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If you choose to Select a different screen, you can use the arrow keys to step 
through a display of available screens. When you see the warehouse you want 
to clear, press the A button or the Start button. 


BACKING OUT 
If you manage to get one of the boxes blocked—and believe us, you will—you 
can redo your move by immediately pressing the A button. If you have made 
another move, even if Willy is pushing against a wall or box he cannot move, 
you will not be able to undo the move you want. 


RETRY 

If you become completely blocked and want to try again, press the Start button. 
To try the same screen again, select Retry. If you want to try another screen, 
choose Select. 

If you choose Retry, the screen you just left will reappear. Press and hold the 
A button and the boxes will move in the same order you moved them in the 
previous game. When the screen has retraced your steps to the point where you 
want to resume, release the A button and start playing. 


BUILDING YOUR OWN WAREHOUSE 
You can create as many as 3 warehouse screens per game; they will stay in the 
system’s memory until the power is turned off. 

Select Create from the menu screen. You can build your warehouse with 
small or large boxes; the larger boxes make for an easier game. 

Select the boxes, walls and dots and place them on the screen using the arrow 
keys. Press the A button to lock them in place. Press the A button and one of 
the arrow keys to create a continuous line. 

To erase a box, wall or dot, push the B button until the Erase Square is 
flashing, and then move it with the arrow key until it is at the location where 
you want to erase. Press the A button to execute the command. 

When you finish drawing the map, move the cursor to where you want Willy 
to begin. Push the Start button to play the game you have created. 

From within the create screen, choose Select and then use the arrow keys to 
step through as many as three of the screens you have created. When you are 
ready to play, press the Start button. 

The manual includes a page of graph paper you can use to design your own 
Boxxle screen; you can buy graph paper or make your own with 17 boxes across 
and 17 boxes down. 


SCORING POINTS 
This game is not scored. Instead, your goal is to get as far into the 108 screens 
as you can. 
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| ALWAYS WANTED TO KNOW 
I can't get the hang of this game. Can you step me through the opening screen 
so that I can get a feeling for how to play? We'd be glad to. Follow these 
instructions exactly to get an idea of the solution of No. 01-01. When we say 
RIGHT, that means move Willy one full box right. 
RIGHT, RIGHT, DOWN, DOWN, DOWN, DOWN. 

At this point, you have moved the top block into a position where you can 
get ready to move it through the narrow opening to the right side of the screen. 
Now, you need to get into position to push it to the right. 

RIGHT, DOWN, DOWN, LEFT, LEFT, UP, RIGHT, DOWN, 
RIGHT, UP. 

The box is now in position. We need to move Willy behind it and then position 
the box in the upper dot position so that it is out of the way for the other boxes. 
LEFT, UP, RIGHT, RIGHT, RIGHT, DOWN, RIGHT, UP, UP. 
Now, get Willy back to the other side and let's move the second box. 

DOWN, LEFT, LEFT, LEFT, LEFT, UP, UP, UP, UP, 

LEFT, LEFT, DOWN, RIGHT. 

Move the box over to the other side. 

UP, RIGHT, DOWN, DOWN, DOWN, DOWN, RIGHT, DOWN, 

DOWN, LEFT, LEFT, UP, RIGHT, DOWN, RIGHT, UP, 

LEFT, UP, RIGHT, RIGHT, RIGHT, DOWN, RIGHT, UP. 

Again, return Willy to the other side and retrieve the last block. 

LEFT, LEFT, LEFT, LEFT, UP, UP, UP, LEFT, LEFT, 

DOWN, RIGHT, UP, RIGHT, DOWN, DOWN, DOWN, RIGHT, 
DOWN, DOWN, LEFT, LEFT, UP, RIGHT, DOWN, RIGHT, 

UP, LEFT, UP, RIGHT, RIGHT, RIGHT. 

See! Wasn't that easy? In this first screen, you should get an idea for all of the 
movements you'll need. This particular solution—93 moves in all—is only one 
way to clear this screen, by the way. 


USING PASSWORDS 
At the end of each level of the game, you will see a four-character password. 
Write it down for later use to re-enter the game at this point. 
To use the “Passkey” feature, select it from the opening screen. Use the arrow 
keys to move the cursor to the character you want to enter, and then press the 
A button to input it. To erase a character, use the B button. When the entire 
password has been entered, select END and then press the A button. 


Boxxle and FCI are trademarks of Fujisankei Communications International, Inc. O 1989 Fujisankei 
Communications International, Inc. Japanese version: Soko-Ban. © 1983, 1989 Thinking Rabbit. © 
1989 Pony Canyon Inc. 
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Revenge of the 'Gator 
- Super Pinball " 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Pinball has come a long, long, long way from the old mechanical table units to the 
tiny handheld Game Boy. With Revenge of the 'Gator, it is fair to say that pinball 
has moved into the next generation. 

We can't say enough about the quality of game play that is packed into the tiny 
Game Boy game pak here. There are eight screens, wondrous animation and 
response, aclever bouncy soundtrack, all of the beeps and buzzes you would expect 
from a pinball game and a nice sense of humor. This is a great game for the Game 
Boy, worth a couple of hours of play on a long airplane trip, car ride or just sitting 
on the sofa. 

There are four levels of pinball screens іп the game— you'll start in the second 
one up from the bottom. The second and third screens are connected to the screens 
above and below, and the bottom one is connected to the second screen at the top 
and a chute straight into the mouth of a hungry "Gator at the bottom. (He makes а 
convincing “gulp” when he swallows your ball.) 

The beauty of this design is that once you get the ball in play at the top level, 
you are three drops away from the ’Gator. It is quite easy to play one round for five 
or ten minutes in this game, unusual in a pinball game. 

One of the best things about this game is the fact that it does not just kill off the 
new player immediately; even the worst of players should have 30 seconds or so 
before the gator gets fed. And, inside of about half an hour, we obtained scores of 
more than 300,000 points without even coming close to mastery of the game. 

There are special “savers” that will appear from time to time, blocking off the 
exits at the bottoms and sides. They'll help you concentrate on your primary 
assignment of climbing up through the levels of the pinball game without having 
to worry about the hungry 'Gator down below. 

Useless but interesting information: In Japan, this game is called “March of the 
66 Gators." Apparently, someone counted all of the 'Gators in the game and came 
up with 66. 


MANUFACTURER: На! America / (503) 644-4117 
NUMBER OF PLAYERS 


1 or2 on one Game Boy; 1 or2 players can also be linked in Match Play on two 
Game Boy units with the Video Link cable. 
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CONTROL PAD 
Arrow Pad: Press to make the Left flipper move. 
“A” or “B” BUTTON: Press to make the Right flipper move. 
“A” BUTTON: To start a round of the game, press and hold this button down 
until the onscreen plunger spring is fully retracted and then release the button 
to put the ball in play. 


TYPE OF GAMES 
From the opening screen, you can select from the following: 


*Gator 1 Player. Single-player game. 

*Gator 2 Player. For two players taking turns. 

Matchplay A. Two-player simultaneous game using two Game Boys, Beginner 
Mode. 

Matchplay B. Two-player simultaneous game using two Game Boys, Expert 
Mode. 


NUMBER OF WORLDS 
There are 8 playing areas, including bonus stages. You will begin the game in 
the Shooter Lane (the starting plunger) which is alongside Screen D; the ball 
will travel up the right side of that screen and exit at the top of Screen C. 
Here are the eight screens: 


Screen A. Look for the fish in the upper left and right corners. Hit one with your 
ball and they'll become ’Gator Bait. Each fish the 'Gator eats makes him 
grow a little larger; when he is fully grown, he will be released from his cage 
and drop down the screen. Hit the "Gator while he drops to earn a free ball 
or an increase in the Bonus Multiplier for points. 
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(You сап only earn one free ball in each game. After you have gotten your 
freebie, each subsequent time you hit the falling "Gator you will increase 
your Bonus Multiplier by 1.) 

If you can knock out all three of the drop targets at the upper left corner 
of the screen, you will see new side savers and a saver post. Put the ball into 
the slot in the upper left corner to warp to Bonus Stage 3. 

Screen B. You'll recognize this screen by the three ’Gators that are sitting in 
the middle. When they have reached their largest size, the side savers and 
saver post will appear; when the 'Gators have shrunk so that they disappear 
from the screen, the saves will also be gone. 

What you want to do here is knock out the blocks and the drop targets on 
the left side of the screen and then put the ball into the slot that opens there. 
This will warp you right into Bonus Stage 2. 

Or, you could knock out all of the targets on the right side to open up the 
lane to Screen A. s 

There is also a special Roll-Over Switch in this screen: hit all three 
"Gators at the same time when they are at their largest size. You'll pick up 
100 extra points and a saver to help you make it into Screen A. 

Screen C. This is the screen your ball is released into when you first start the 
game. 

Try to hit all three of the little blocks on the left side of the screen. When 
you do, the lane that leads over to Screen B will open. 

When all 4 of the Hearts at the top of the screen have been hit and lit, the 
side savers and saver post will appear. 

Watch for when 8 dots around the lamp in the center start to flash on and 
off; hit the bumpers while they do to earn the highest points. 

Shoot the ball through the Loop Lane on the right side of the screen to 
start the Slot Machine spinning. If all three of the Slots stop on a Star, the 
Bonus Multiplier will increase by one; if the Slots stop on a Fish, all of the 
post savers and side savers will appear. The booby prize—all of the savers 
will disappear and the Bonus Multiplier is reset to 1—happens if the slots 
stop on the third symbol which, for some reason, is an eggplant. Think of it 
this way: it’s not a Star or a Fish. 

Screen D. This is the screen you see before you start the game. The bottom of 
the plunger lane is at the right side. There are three ’Gators across the top of 
the screen and four ’Gator noses along the left side. 

If you can shoot your ball directly into the Leftmost "Gator's mouth, you 
will warp directly to screen C. Shoot the ball into the Center ’Gator’s mouth 
and you'll go into Bonus Stage 1. Shoot the ball into the Rightmost ’Gator’s 
mouth and you're back to the Shooter Lane. 

If you can hit all of the "Gator noses along the side, the side savers and 
saver post will appear. Flatten them again, and the 'Gator mouths at the top 
of the screen will reopen. 
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Bonus Stage 1. Knock out all of the blocks and then hit the "Gator as he drops 
for 10,000 points. 

Bonus Stage 2. Break the eggs, then hit each of the cute little baby ’Gators as 
they hatch for 30,000 points. 

Bonus Stage 3. Hit each of the Gators as he sticks his head from the hole for 
50,000 points. 

*Gator Screen. Gulp. Bye-bye. 


NUMBER OF LEVELS 2 
There is just one level of play іп the single Game Boy mode; if you connect two 
Game Boys with the Video Link cable you can play at Beginner or Expert 
level. 


NUMBER OF LIVES 
You start the game with 3 balls, but can earn one free ball per game by hitting 
the "Gator in Screen A as described above. 


SCORING POINTS 
There are lots of points to be had in this game, including extra bonuses at the 
end of rounds that are determined by the Bonus Multiplier level you have 
achieved. Here are some of the points for various elements of the game: 


Gator Mouths. 1,000 points Gator Noses. 300 points 
Kickers. 10 points Lanes. 100 points 
Holes. 1,000 points Bumpers. 500 points 
Out Lane. 500 points 

MATCH PLAY 


The Match Play game is an entirely different sort of competition and a lot of 
fun. First of all, let us emphasize that you will need the following: (1) Two Game 
Boy machines; (2) two copies of the Revenge of the ’Gator game pak, and 

(3) a Video Link cable connecting the two Game Boys. 

To start the game, make sure the Video Link is plugged into both machines 
and the game pak installed in each. Then turn on both machines at the same 
time—this is an essential step, since otherwise the game play on both screens 
will not match. 

From the opening screen, select Match Play A for the beginner level or Match 
Play B for the expert level. 

You will see on screen a split pinball board. On each Game Boy, the holder’s 
flippers will be on the bottom of the screen and the opponent’s on the top half. 
Hitting the targets on your side will give you points; hitting the targets on your 
opponent’s side will lower his score. If you lose the ball on your side, you will 
lose 100 points. 

There are three ’Gators near the flippers on each side. As the ball rolls over 
each, they will grow larger, then disappear and finally reappear. If you can time 
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it so that there are three large ’Gators on screen at the same time, the saver post 
and side savers will appear. If your timing is such that all three ’Gators disappear 
at the same time, the savers will also disappear. 

There are a number of special items in the Match Play game that are available 
to either player. The winner of the special item is determined by which way the 
ball is traveling when the item is hit. Here are the rewards or penalties for each 
item: 

Number. You will win the number of points shown. 

Heavy. Hit the letter “G” and the ball will become heavy. 

Gravity. Hit the circle with the Up Arrow in it to increase the effects of Gravity 
on the ball. 

Flipper. Hit the letter “F” and one of the flippers will disappear. 

Center. Hit the circle with two blocks in it to make Center Blocks appear on 
screen. 

Return. Hit the “R” for a return to the original settings for the game. 

Savers. Hit the “S” for a full set of Savers. 

Reverse. This is a particularly perverse one: hit the three little critters to reverse 
the scores of the two Video Linked players! 


The game is almost over when either player's score reaches zero. You'll see 
the special "Gator and Crossbones” symbol оп the screen at that point; when 
the ball passes over this symbol the game is over. But until then, keep on 
playing—there are a few more surprises in store. 


I ALWAYS WANTED TO KNOW 
Why is there an eggplant in the slot machine? A very good question, and one 
that we would welcome some student of Japanese culture to explain to we 
American consumers. It seems that the eggplant is considered bad luck, kind of 
like poison ivy. 


POWER PLAYER HINTS 
When the ball disappears into one of the power-loaded holes just below a set of 
flippers, or if the ball is approaching the underside of a set of flippers, try 
pressing one or both buttons to raise the flippers. The ball just may pass through 
to an upper level in this way. 

Don't be too hasty to swing at an approaching ball. Sometimes the best way 
to maintain control over a ball is to let it gently settle onto the flipper. Swing 
the flipper when the ball is at its top to push the ball relatively slowly to the 
same side as the flipper; swing the flipper when the ball is at its bottom to drive 
the ball across the screen at an angle. 


Revenge of the 'Gator - Super Pinball is a trademark of Hal Laboratory Inc. O 1989 Hal Laboratory 
nc. 
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Shanghai" 


AGE: 8 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


This game has come a long, long way. Shanghai is a Japanese interpretation of the 
ancient Chinese game called Mah Jongg, adapted for the American market. 
Originally played with cards, then carved bamboo and finally ivory tiles, it can 
now be displayed on the state-of-the-art screen of the Nintendo Game Boy. 

This is a great game to play on a long airplane or car journey, or some other time 
when you are prepared to sit down and concentrate for a period of time. Shanghai 
will not get your heart pumping like a good game of pinball or a Mario adventure, 
but it will instead exercise your brain, and that's not a bad thing to do. 

Mah Jongg dates back more than 2,500 years to the time of Confucius. It was 
said to have been invented by Chinese sailors to break the boredom of long ocean 
voyages. The game eventually made its way to Western players, with a worldwide 
Mah Jongg craze striking in the 1920s. 

You are given 144 tiles, arranged in a shape sort of like that of a dragon. The 
center of the stack of piles is 5 tiles deep, while the edges are only one tile deep. 
Your goal is to remove Free Tiles from the screen, one at a time or in matching 
pairs, until there are no more left on the screen. 

Sound easy? Well, it is. But like checkers, chess and dominoes, the better you 
get at this game, the more difficult it becomes. 

We worked with a Japanese version of Shanghai and a not-completely translated 
version of the instruction manual. The game is due out for Game Boy players in 
1990. 

The game includes a nicely written and produced set of background musical 
numbers—the player is able to select between the three songs for a change of pace. 

The Japanese version included only Chinese characters but the American version 
will include both Chinese characters and an English version with letters, numbers 
and symbols. 


MANUFACTURER: Hal America / (503) 644-4117 
NUMBER OF PLAYERS: 1 
CONTROL PAD 
Arrows: Used to move the onscreen “hand” that serves as a cursor. 


“А” BUTTON: Used to select a pair of tiles and remove them, and to enter 
selections from the subscreen menu. 
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“B” BUTTON: Used to cancel selections, and to return the screen to its original 
state after options have been used. 


NUMBER OF WORLDS 
The layout of the tiles can be changed by going into the subscreen and choosing 
a new design. In addition, each time the tiles are laid out on the screen the 
distribution of tiles is different, and a new game can be selected at any time, 
shuffling the order of the tiles. 


PLAYING THE GAME 

Move the cursor to the tile you want to remove and press the A button to make 
it start flashing; move the cursor to the matching pair and press the A button 
again to remove the pair. 

There will be situations where there are three matching tiles; select the two 
that are the best for your game situation. 

If you make a mistake or change your mind, press the B button to cancel the 
previous move. 

After you clear all of the tiles from the screen, a dragon will appear on the 
screen, bearing a message. 


TYPES OF TILES 
The 144 Shanghai tiles are made up of 108 Suit tiles, 12 Dragon tiles, 16 Wind, 
4 Season and 4 Flower characters. 


The Suit of Mahn. This is the suit of actors and people of letters, thought to 
stand for mankind. 

The Suit of Dots. This suit is similar to the coins originally used by Chinese 
sailors when the game was first invented. 

The Suit of Bamboo. This is the suit of victory and power. 

The Suit of the Four Winds. There are characters for each of the directions of 
the wind. 

The Suit of the Dragons. In the original game of Mah Jongg, there was the 
Dragon of the Sky, the Dragon of the Earth and the Dragon that hides within 
the hearts of Mankind. 

The Suit of the Seasons. One character for each of the seasons, identified with 
the first three letters of each: SPR for Spring, SUM for Summer, AUT for 
Autumn and WIN for Winter. Any of the seasons tiles can be matched with 
any other season tile. 

The Suit of Flowers. Thought to have been added by an ancient princess to 
bring romance to the game, they are Orchid, Plum, Mum and Bamboo. Any 
of the flower tiles can be matched with any other flower tile. 


HINTS 
The game includes an expert who will help identify matching pairs. Press the 
Select button to enter the subscreen and then choose the second option for a 
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hint. Press the A button to step through the possible pairs; press the B button 
to return to the game. 


POWER PLAYER HINTS 
No two layouts are the same. Study the layout before you begin. 
In general, you should start by removing tiles from the deepest stacks in the 
middle. 


MUSIC 
To change the background music for the game, enter the subscreen and choose 


_the BGM option; you will then be able to select from three tunes. 


Shanghai is a trademark of Activision, Inc. © 1986 Activision Inc. Game pak © 1989 Hal Laboratory. 


Super Mario Land™ 


AGE: 6-Adult 
DIFFICULTY: Apprentice-Hot Dog 


DR 


Mario is back, in an all-new adventure on the little screen of the Game Boy. 

Many Nintendo game fans were disappointed to find that the NES game Super 
Mario Bros. 2 was not a true sequel to the original adventures of Mario and Luigi. 
It seemed like (in fact, it was) an adaptation of a completely different game that 
included familiar characters. 
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But worry no more: Super Mario Land picks up where the first story left off. 
Our hero Mario (Luigi seems to have overslept) is off on an adventure in the 
once-peaceful world of Sarasaland. It’s a world that includes a warped view of 
Egypt, with Pyramids, Sphinxes and other ancient oddities. 

According to the story, the skies over Sarasaland were one day suddenly 
obscured by a huge black cloud. Breaking through the clouds was Tatanga, a 
mysterious space monster who has hypnotized all of the residents of the Sarasaland. 
Tatanga drives the war robot Pagosu, and shoots nasty rockets. His next goal: to 
marry Princess Daisy and make her his queen as he rules over his captured land. 
In the meantime, he holds Daisy captive in the Chai Kingdom, the last of four 
worlds. 

(Oh these little princesses. There seems to be an unending supply of them. Why 
do they always get themselves into these awful jams. What if Mario wasn’t around? 
What if he was busy somewhere else?) 

So Mario, freelance princess rescuer, sets off for Chai. He walks, he runs, he 
jumps, he bumps with his head, he throws superballs, he flies an airpiane, and he 
pilots a submarine. We have Mario, Super Mario, Superball Mario and Invincible 
Mario. 

The four kingdoms of Sarasaland are Birabuto, Muda, Easton and Chai. Each 
kingdom has four areas, with the boss of each kingdom in the third area. Areas 3 
in worlds 2 and 4 are automatic scroll shooting areas. 

At the end of worlds 2 and 4 Mario goes undersea in his submarine and then 
airborne for a bit of shoot-em-up. 

The game play is surprisingly good on the little handheld Game Boy device. If 
we were giving out a report card here, we’d award: 


* A for game action. 

* C for graphics, about as high a score as we'd expect on the limited Game Boy 
screen, and 

* A+ for music and sound effects. The soundtrack to this game is a stunner when 
played through the Game Boy’s stereo headphones and an absolute knockout if 
you patch it through your home stereo system and speakers. Music includes 
Egyptian-like themes, a bouncy version of Offenbach’s Gaiete Parisien (also 
known as the “Can-can” song) and a new Mario theme. And just wait until you 
hear the zizzing and snagging of the monsters in stereo. 


MANUFACTURER: Nintendo / (206) 885-7529 
NUMBER OF PLAYERS: 1 
CHARACTERS 


Mario! Oh yes, there is Princess Daisy, held captive by Tatanga, and dozens 
and dozens of weird creatures that will stand in your way as you attempt a rescue. 
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CONTROL PAD 

Arrows: Moves Left or Right. The down arrow makes Super Mario squat down. 

“A” BUTTON: Makes Mario Jump. In shooting scenes, the A button fires 
missiles or torpedoes. In this game, Mario and Super Mario will both jump 
to the same height; the amount of time you hold down the A button will 
determine the height of the jump. 

“B” BUTTON: Makes Mario Run. If Mario has picked up a Super Flower, the 
B button throws Superballs. In shooting scenes, the B button can also be 
used to fire missiles or torpedoes. If you press down the B button to make 
Mario run and then press the A button to make him jump, he'll soar higher. 


RESET 
There is no Reset button on the Game Boy, but the same effect can be 
accomplished by pressing the A, B, Select and Start buttons at the same time. 


NUMBER OF WORLDS: 4: Birabuto, Muda, Easton and Chai. 


NUMBER OF LEVELS 
3 in each world, with the boss living in the third level of each world. 


NUMBER CF LIVES 
You'll start with3, which willnotbe enough. Youcan gain extra lives by picking 
up 1-Up Hearts, collecting 100 coins or by choosing the winning row in the 
bonus round. 
You'll lose lives when Mario is touched by an enemy, falls into a hole in the 
ground or when time runs out. 


TIMING 
Each world is timed; an experienced player will have little trouble completing 
each level in the allotted time. When the timer (displayed in the upper right 
corner of the screen) reaches the point where there are just 100 ticks left, the 
background music will speed up to give you a not-very-subtle hint to move along 
quickly. 


HOW TO DEFEAT THE BEASTIES 
Jumpon them from above; knock them off blocks from below; throw a Superball 
at them, fire a torpedo from the submarine or a missile from the airplane. Not 
all enemies can be defeated in the same way as others—you'll have to engage 
in some painful experimentation. 


SCORING POINTS 
There are many ways to earn points. Here are some of them: 


Coins are worth 100 point each; 
Blocks broken by Super Mario give you 50 points; 
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You'll earn extra points if you can jump on several enemies in a row, 
bing-bing-bing. 

Time remaining at the end of each world is multiplied by 10 and added to 


the score. 
BONUS ITEMS 
1-Up Heart Worth an extra Mario. 
Coin Collect 100 of them for an extra Mario. 
? A surprise bonus each time. 
POWER-UPS 
Super Mushroom. Changes Mario into Super Mario, able to break blocks with 
his hard head. 


Flower. When Super Mario picks a flower, he becomes Superball Mario and 
gains the ability to throw Superballs by pressing the B button. 

Star. When Mario catches a star, he becomes Invincible Mario for a short while 
and cannot be harmed by an enemy. 


Note: If Super Mario or Superball Mario are touched by an enemy, they turn 
back into plain old ordinary Mario. 


SECRET WEAPONS 
Sky Pop. When did Mario learn to fly? This airplane comes equipped with 
missiles. 
Marine Pop. Under the seas goes Mario in his one-man submarine. Stocked 
with torpedoes. 


ENEMIES 
There’s a whole crew of new bad guys for Mario to fight. 


Bosses: 


King Totomesu. Not a nice kitty, this fire-spitting feline runs the Birabuto 
Kingdom. Don’t pet him, or jump on him. Try five superballs in his face. 
5,000 points. 
Dranonzamasu. A fire-breathing seahorse, this guy is the top honcho of the 
Muda Kingdom, protected by the indestructible Tamao. Shoot 20 torpe- 
does to sink him. 5,000 points. 
Hiyoihoi. A super Tokotoko stone statue, this guy is boss of the Easton King- 
dom. He throws Ganchan rocks at Mario. Duck the rocks and throw 10 
superballs at him. 5,000 points. 
Blokinton. The shy guy of the Chai Kingdom, he hides inside of the clouds. 
You'll need at least 20 missiles to bring him down to earth. 5,000 points. 


Each of the bosses is surrounded by a group of fearsome followers. Here is 
a description of many of them, including the number of points you'll earn if you 
can defeat them: 
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Batadon. A flying stone statue that will try to land on Mario. 400 points. 
Bunbun. A buzzing bomber who drops arrows from the skies. 800 points. 
Chibibo. This little mushroom is more scared of you than you are of it. 
100 points. 
Chicken. This is a thunderbird who works for Tatanga. Fricassee him with a 
missile. 400 points. 
Chikako (Glitter). You'll need ten missile hits to get through the protective 
barrier around this floating, glittering box. 800 points. 
Fly. A bloodsucker, you can defeat it with a well-timed jump. 400 points. 
Ganchan. Nasty, dangerous rocks that will drop from the sky. There is no 
way Mario can defeat them, but if your timing is just right, he can catch a 
ride on one of them. 
Gao. A Sphinx-like statue who spits fireballs. 800 points. 
Gira. A creature shaped like a missile, or is it a missile that acts like a crea- 
ture. Whatever, it takes off from a launch pad and aims straight at Mario. 
If Mario can land on it in the pad, he can defeat it. 400 points. 
Gunion. A tough sea creature, if you manage to hit it with two torpedoes, it 
will split in two and attack again. 800 points. 
Honen. This was a fish before Tatanga had lunch. It will swim up from the 
bottom; superballs won’t work. 100 points. 
Kumo. A creepy spidery guy who will try to jump on Mario’s back. 
400 points. 
Mekabon. A head-butting robot, but his head is his weak spot, too. Land on 
it hard. 400 points. 
Nokobon. A basic Mario world turtle, this one with a bomb on its back. You 
probably won’t want to jump on one. 100 points. 
Nyololin. A sneaky snake of a guy who throws poison balls. 800 points. 
Pakkun Flower. A Mario-eating plant that grows inside of the pipes; it will 
stick its head up and grab at you if you’re not quick enough. Don’t jump 
on one. 100 points. 
Upside Down (Headstand) Pakkun. New to the Mario series, this Pakkun 
flower dives down from pipes that are over your head. And heads are what 
it likes to bite. 400 points. 
Pionpi. A flying Chinese ghost, you can’t get rid of him by jumping on him. 
The only offense that will work is a well-aimed superball. 800 points. 
Pompon Flower. A cute little flower, it scatters poisonous pollen. 
800 points. 
Roketon. An attack airplane flown by the soldiers who guard Tatanga, it will 
shoot cannonballs at Mario in the Sky Pop. A missile will bring it down. 


400 points. 
Suu. A sneaky spider who will drop silently from the ceiling of the caves 
onto Mario’s head if he’s not careful. 400 points. 


Tamao. Dragonzamasu’s protector, this strange being cannot be defeated. 
Tokotoko. A stone statue that runs around underfoot. 400 points. 
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Torion. Mario-eating fish that travel in packs of three. Each one will require 
a torpedo. 100 points. 

Yurarin. A servant of Dragonzamasu, boss of the Muda Kingdom, this baby 
seahorse is a scaredyfish. You’ll need two torpedoes to dispatch him. 


400 points. 
Yurarin Boo. Yurarin’s big brother, it spits fireballs. Don’t bother with 
superballs; they won’t work. 400 points. 


| ALWAYS WANTED TO KNOW 
Where are the underground treasure troves in this game? Well, you don’t 
expect us to tell you where every one of them is, do you? Where’s the fun in 
that? Here are a few from worlds 1 and 2: 


World 1-1. Start your count of pipes with the one to your left as you start the 
game. The first underground can be found in Tube 3. The second under- 
ground in this world is in Tube 6, just on the otherside of the second chasm. 

World 1-3. There are a whole bunch of pipes at the start of this world, but you 
want the 9th one, which comes just before the first gap in the floor. 

World 2-1. This one’s easy: there are two undergrounds in this world, one in 
each of the only two tubes you'll find. 

World 2-2. The only underground area in this world is beneath the first tube 
you come to, sitting on a set of blocks suspended over the ocean. 


Thanks. You've shown me how to get underground. Now, how do I get up 
above to run across the roof and avoid all of the obstacles below. Boy are you 
lazy! Okay, we'll tell about one: it's in World 1-3. Right at the very start of that 
world, you've got to catch a ride on a hidden elevator. To call the elevator, 
you've got to bump into the secret blocks at the start of the world. 

One last question: How dol get through World 2-3. The ground keeps moving 
out from underneath me. That's what you get for playing Super Mario Land 
while you're jogging! Just kidding. In this world, the screen moves all by itself. 
no matter what you're doing. The trick is to keep Mario in the middle of the 
Screen as you progress. 


SUPER SECRET! 
Don't bother trying to beat the Sphinx Boss at the end of Level 1-3; just jump 
over him. 


HOW TO ADVANCE TO THE NEXT WORLD 
After Mario beats the boss of each world, he can enter the next world by stepping 
on the switch in front of the gate to each area. 


POWER PLAYER HINTS 
Justas you would in the NES Mario games, your first goal should be to pick up 
a few extra lives as insurance. 
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In this game, there are quite a few bonus lives to be had right from the start 
in World 1-1. 

For example, just after the first set of pyramids and just before the first chasm, 
you'll come to a vertical line of coins hanging alongside a suspended group of 
blocks. Jump up onto tne intermediate block and launch Mario toward the fourth 
block from the left. You'll be rewarded with a 1-Up Heart—be sure to grab it 
before it runs off the screen. By the way, there’s a mushroom in the very next 
scene at the upper block, just before the next series of pyramids. 

At the end of every area in the game, you’ll come to the exit or goal, with 
entrances at top and bottom. 

For example, at the end of World 1-1, you can scoot through the bottom door 
for a quick exit (valuable if you’re running out of time) but if you can, ride up 
the two sets of elevator platforms and get off at the top. You'll be rewarded with 
a free pass to the bonus screen where you can pick up one, two or three extra 
lives or a flower. 

Superballs thrown at a wall or block will bounce right back, and this can be 
used to defeat certain enemies. 

If you see one of your enemies on a block above you, try knocking him off 
by bouncing into the block from below. 

When Mario comes to places in the game where there a lot of small holes, he 
can get across them without jumping if he runs fast. Use the Right Arrow and 
the B button as a speedup. 

There are hidden coins and mushrooms almost everywhere. As you learn the 
game, get into the habit of jumping up into any empty space just to explore. 


POWER ZOOMING 
There is no automatic continue in this game, except for one free continuation 
granted once at 100,000 points. If you reach this level and your game is over, 
the title screen will appear and a Continue option will be displayed. Move the 
Mushroom using the Select button to Continue to pick up the game near where 
you ran out of lives. 


Super Mario Land is a trademark of Nintendo of America Inc. © 1989 Nintendo of America Inc. 


Tennis 
AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Tennis looks so easy from the grandstands, but it is a lot harder to play. Tennis, the 
new Game Boy game pak, looks easy, too. But it requires every bit as much 
concentration, anticipation and reflex responses as the real thing. 
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To tell the truth, we had our doubts when we plugged this one into the slot. It 
sounded too much like the old, dull Pong game from back in the ancient history of 
video games. In Pong, you moved a large paddle up and down to hit a ball across 
aline. Yawn. 

All that changed very quickly. Game Boy Tennis allows you to place your 
serves, lob or smash your returns, charge the net and choose between forehand or 
backhand play. You can play against the tough computer opponent (selecting from 
four levels of difficulty) or you can hook up two Game Boys for head-to-head 
competition. 

And there is this vaguely familiar umpire who calls faults and keeps score. 
Where have we seen this guy before? 


MANUFACTURER: Nintendo / (206) 885-7529 


NUMBER OF PLAYERS 
1 or 2. 2-player requires second Game Boy and Video Link cable. 


CHARACTERS 
Mario is the umpire, and you get to play better tennis than most of us have ever 
hoped for. 


STARTING THE GAME 
From the title screen, you can choose 1-player or 2-player games. You can only 
select 2-player if there are two Game Boy devices connected with Video Link 
cables, each with its own copy of the Tennis game. 
Youcan also choose to turn off the music and play with just the sound effects 
of the tennis game. 
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CONTROL PAD 
Arrows: Move the player left or right and back and forth on the court. Also 
controls placement of the ball when hit. 

On Serves, Strokes or Smashes, the arrow keys can be used to affect the 
distance and placement of the ball. Press the Up, Down, Left or Right arrow 
as you press the A or B buttons in the game, as follows: 

Left Arrow directs the serve or stroke to the left side of the court. 

Right Arrow directs the serve or stroke to the right side of the court. 

Up Arrow directs the ball deep into the opposing court. 

Down Arrow directs the ball on a shorter path into the opposing court. 

Practice your timing. If the arrow key is pressed before the A or B button, 
the player will move before he swings, and you will miss the ball. Press 
the A or B button and then the arrow key for a directed shot. 

“A” BUTTON: 

SERVICE: Press the A button to toss the tennis ball up in the air. Press the 
A button again to hit the ball hard. See the note under Arrows for ways 
to direct the flight of the ball. 

STROKE (VOLLEY): Press the A button to hit the ball hard. 

SMASH: When the ball is hit with the tennis racket above the player's head, 
the stroke becomes a downward smash. Press the A button to hit the ball 
hard. 

“B” BUTTON: 

SERVICE: When the ball has been tossed, press the B button to hit the ball 
more slowly. See the note under Arrows for ways to direct the flight of 
the ball. 

STROKE (VOLLEY ): Press the B button to hit the ball weakly. When you 
hit the ball from deep in your own end, this will result in a “lob,” a high, 
easy shot that is harder to return than it might seem. A lob is particularly 
effective if your opponent has charged the net; just pop the ball over his 
head. 

SMASH: When the ball is hit with the tennis racket above the player's head, 
the stroke becomes a downward smash. Press the B button to hit the ball 
weakly. 


PAUSE 
To call a time out in the game, press the Start button; press the button again to 
resume play. While the game is paused, you can also press the Select button to 
see a display of the current score and status of the game. Each time you press 
Select another element of the score will be shown. The information, in the order 
shown on the screen, is 


Point Display. What you will see is something like this: 
С = 40 
p--—18 
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which means that the Computer has 40 points and the Player has 15. See the 
note on tennis scoring below. 
Set/Game Display. You'll see a report on where in the match you are, as in: 


SET 
2 

GAME 
5 


which means that you are in the second set (of three in the match) and are playing 
the fifth game (you must win six games [seven in the case of a tie at 5-5] to win 
a match). 

Count. Here you'll learn the results of each set played thus far, as in: 


I2 
P16 2 0 
cj4 3 0 


which means that the Player won the first set by a score of 6-4 games, but is 

trailing in the second set by a score of 2-3 to the Computer. 

Match/Level. This display reminds you of the type of game you have selected, 
indicating the number of sets in the match and the level of play selected. 


NUMBER OF LEVELS 
4. The higher the game level, the player will be able to run faster, but the ball 
moves faster, too. 


NUMBER OF GAMES 
The standard competition is made up of 6 games per set, with the winner of 2 
out of 3 sets the winner of the match. 
If you would prefer to play a 1-set match, hold down the A button when you 
press Start. 


2-PLAYER GAME 
An exciting variation of the Tennis game pak comes when you hook up two 
Game Boys for head-to-head competition over the Video Link cable. In addition 
toasecond game Boy, you'll need two Tennis game paks and the cable. As with 
all Video Link games, connect the cable and install the game paks with the 
power OFF and then turn both machines on. 

In the game, each player will see the game from his or her perspective. In 
other words, when you are receiving a serve you will see your opponent toss 
the ball and hit it toward you; at the same time, your opponent will see you 
maneuver into position to returri the serve. 

The first player to select the 2-player game will serve first. 
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SCORING 


The competition is divided into games, sets and the match. You must win six 
games to win a set; you must win two out of three sets to win the match. 
Scoring in tennis is not that difficult to understand, although it is not 
particularly logical in its progression. The winner of each volley wins a point; 
the player who gets 4 points first wins the game, except if the players are tied 
at 3 points apiece, in which case the game continues until one player scores two 
points in a row. 
The actual recording of points is done like this: 


0 (called “Love” at the start of the game. One explanation for the use 
of the word “love” is that it is descended from the French word 
"J'oeuf," meaning “the egg,” or zero.) 

15 First point. 

30 Second point. 

40 Third point. 


If the two players are tied at 40-40 (3 points apiece, it is called “deuce,” also 
from the French, and meaning “twos”). 

The first player to win 6 games wins a set, unless the opponents are tied at 5 
games apiece. If that happens, the set goes to 7 games. If the two players tie 
again at 6 games apiece, there will be a one-game tiebreaker. The tiebreaking 
game is awarded to the player who is first to score 7 points; if the players tie at 
6 points each in the tiebreaker, the first player to win two consecutive points is 
awarded the set. 


THE RULES 
Your ball must land within the “chalk” lines indicated on the screen in your 
opponent’s court. If your ball goes out of bounds, Umpire Mario will declare it 
“Out.” 

When you serve, you must hit the ball from behind your service line into the 
receive serve area of your opponent, diagonally across the court. If the ball does 
not land in the service area, Umpire Mario will declare a “Fault.” You are 
allowed only one fault per serve; a second fault will cost you a point. If your 
service hits the net and continues into the opponent’s service area, it is called a 
“Let” and the serve must be done over without penalty. If the ball hits the net 
and does not go over, or lands outside of the service area, it is a “Fault.” 

At the completion of each odd-numbered game (1, 3 and 5 in most sets) the 
players change sides. 


POWER PLAYER HINTS 
Just as in real tennis, if you fault on your first service, you should go for a safe 
second serve. Just keep your finger off the arrow keys and use the A button to 
toss the ball and the B button to hit it for a safe and predictable serve. 


Tennis © 1989 Nintendo of America Inc. 
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Fal 
ii 


Tetris" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


In this day and age of cautious peace between the world superpowers, it can be 
easy to overlook the fact that just a few years back the Soviet Union and the United 
States were each swearing to bury each other. 

We're very glad that stage has passed, but we have discovered a super-secret 
very sneaky Soviet plan to take over our country without firing a single shot or 
landing a single soldier. 

It's called Tetris, the first successful software import from the Soviet Union. 
Those clever Russkies obviously have figured out that nearly every American will 
one day lock himself in a room and get lost in the maddening attraction of this 
game; all they'll have to do is. walk in and take over. 

But seriously, Tetris is one impressive game. Think of it as the Rubik’s Cube of 
the personal computer and video game (wait a minute! Didn't Rubik's Cube also 
come from the communist world? See: we're not so paranoid after all.) 

The Tetris game pak is included as a “free” game in the introductory Game Boy 
package. 

"It's really simple to play,” say the instructions. And, so it is . . . although it is 
very difficult to win. 

You start with a blank playing field. From the top come tumbling one of seven 
different four-block shapes. (The name, by the way, comes from the Greek word 
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“tetra,” meaning “Ѓошг.”) There are squares, straight lines, L’s, T's and S’s. As they 
descend, you can rotate them and move them left or right. The goal is to change 
and maneuver the blocks so that you end up with a completely filled straight line 
across the bottom. 

If you completely fill one line, you'll earn points and that line will disappear off 
the bottom of the screen making more room at the top. 

The game ends when there is no more room at the top for more blocks. 

The Game Boy version of the Tetris includes three types of games: an Endurance 
competition; a high-score game, and a special two-player version where you 
connect your Game Boy to another machine and play head-to-head. 

You аге also offered a choice of four audio options: three different songs or even 
no music at all except for the sound effects as pieces are fitted into place or thud 
into the wrong spot. The three musical selections each have a Russian theme. 
Choice A is something like a Russian classical piece; Choice B a brisk up-tempo 
Russian folk song (you can imagine Mario and Luigi performing a Kazatsky in 
gypsy clothes), and Choice C is a harpsichord-like melody. 

The game will record on the screen the names (as many as six letters) of the top 
three scorers for each Level. The high scores disappear when the power is turned 
off. 

Nintendo of America and Tengen have been locked in a legal confrontation over 
the rights to market Tetris for the NES. As this book went to press, Tengen was 
planning to appeal a lower judge’s ruling that Nintendo has exclusive rights. Stay 
tuned for more exciting developments on the Nintendo legal front. 


MANUFACTURER: Nintendo / (206) 885-7529 


NUMBER OF PLAYERS 
1 (2nd player with Video Link to another Game Boy) 


CHARACTERS 
You are the controller of the Tetris blocks. In the two-player version, one player 
becomes Mario and the other Luigi. 


CONTROL PAD 

Arrows: Left and Right move the falling block in those directions. The Down 
arrow can be used to speed up the fall of a block once you have it lined up. 
If your timing is good, you can also move a block left or right just after it has 
landed on the bottom row. Use this technique to sneak an L- or T-shaped 
block shape under an overhanging block. 

“A” BUTTON: Rotates the falling block 90 degrees clockwise (to the right); 

“B” BUTTON: Rotates the falling block 90 degrees counterclockwise (to the 
left). 
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RESET: Press the A, B, Select and Start buttons. 


STARTING THE GAME 
From the title screen, select a one-player or two-player game by moving the 
cursor using the Arrow keys and then pressing the Start button. The two-player 
version can only be selected when there are two Game Boys connected using 
the Video Link cable; both Game Boys must also have their own Tetris game 
pak in place. 


ONE-PLAYER GAME 
After you’ ve selected the one-player game, you will next be offered a choice of 
Game Type and then Music Type. The standard settings of *A-Type" game 
and “A-Type Music” will flash; to accept them just press Start. To choose the 
“B-Type” game, use the Arrow keys to move the cursor. To move to the music 
selection, press the A button and then use the Arrow keys to select A, B, C or 
Off. Press Start to move to the Difficulty Selection Screen. 


DIFFICULTY SELECTION 
To start the game at the basic entry level, just press the Start button again. 

In this screen, you can choose from among 10 levels, numbered from 0 to 9. 
The higher the level, the faster the blocks will fall. 

In the B-Type game you can also choose how high a set of blocks you want 
to start with—the more blocks already on the screen, the more difficult an 
assignment you are setting for yourself. There are six levels here, numbered 
from 0 to 5. 


TYPES OF BLOCKS 


A-TYPE GAME 
The A-Type game is a test of endurance. Your goal is to accumulate as many 
points as possible by completing as many lines as you can. As you play, the 
level will gradually increase and the game will become harder. 
The screen display for the A-Type game shows the following: 


SCORE: Number of points you have earned by completing lines. 
LEVEL: The speed for the block now falling. 

LINES: The total number of lines completed in this game. 
NEXT: An advance peek at the shape of the next block. 


B-TYPE GAME 
In this game, your goal is to complete 25 lines; the score is not calculated until 
you accomplish that task. You will be allowed to select the Level (falling speed 
for the blocks) and a HEIGHT (HIGH) setting (to control how many random 
blocks will already be in place at the bottom of the screen as the game begins. 
The level of the game will not change during a round. 
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The screen display for the B-Type game shows the following: 


LEVEL: The speed for the block now falling. 

HIGH: The height of the randomly placed blocks at the start of the game. 

LINES: The number of lines remaining to be filled before you can win the game. 
(Counts down from 25.) 

NEXT: An advance peek at the shape of the next block. 


TWO-PLAYER GAME 
The two-player version is unique to the Game Boy, adding a maddening new 
twist to the competition. In this game, the other player can send you some of his 
blocks. 

You’ll need two Game Boys for this competition, and they must be connected 
with the Video Link cable (one comes with each Game Boy set). Be sure to plug 
in the cables with the power OFF to both machines and then turn them on. 

The Game Boy player to first press Start will become Mario and the other 
player will be Luigi. 

Just as in the one-player game, the object will be to complete lines. However, 
if you can score a double (completing two lines at once) you can send over one 
line of blocks to your opponent. If you score a triple, you can send two lines to 
your opponent. And, if you score a Tetris and complete four lines at once, you 
send all four lines over the cable to your opponent. 

The two-player competition is won when either player completes 30 lines or 
when either player loses because his lines have been pushed all the way to the 
top of the screen. The first player to win four games is champion. If both players 
finish at the same time, it is declared a draw. 

Another interesting feature of the two-player game is the ability to assign 
handicaps to better players, evening out the competition. Use a HIGH setting 
for the better player so that he or she will start out with a more difficult 
assignment. 


SCORING POINTS 
You will score the most points by competing two, three or four lines at once. 
And, the higher the block is dropped from, the more points you will score. 


LEVEL 0 1 2 3 4 c 6 7 8 9 
Single 40 80 120 160 200 240 280 320 360 400 
Double 100 200 300 400 500 600 700 800 900 1000 
Triple 300 600 900 1200 1500 1800 2100 2400 2700 3000 
TETRIS 1200 2400 3600 4800 6000 7200 8400 9600 10800 12000 
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I ALWAYS WANTED TO KNOW 
How in the world do I make a Tetris? There is only one way we can think of, 
and that is to complete four lines leaving only one open column that is 
continuous down through all four rows. Leave the opening clear, and hope for 
a straight line of four blocks to plug the gap all at once. As a matter of fact, the 
four-block tall column is the only way to complete a Tetris. 


SUPER SECRET! 
There's a special super-round for those players who somehow are able to make 
itall the way through Level 9 and High setting 5 in Game B. We'd like to tell 
you what it is, but we haven't come close. 

There is also a super-speed version of the game available right from the start. 
Just hold down one of the Arrow keys when you press the Start button to begin 
the game. 

POWER PLAYER HINTS 
Practice so that you are able to scoot L- or T-shaped blocks under overhanging 
blocks. Just as the moving block reaches the bottom row, push the left or right 
arrow. 

Once you become comfortable with the basics of the game, try to sneak a 
peek at the shape of the upcoming block, displayed in the "NEXT" window. 
This should help you in your planning. 

Another valuable hint is that you shouldn't cover up mistakes; try to imme- 
diately fill in the row above any incomplete section so that you can move the 
wasted blocks off the screen. 

When you become a super Tetris player, you may want to make the game 
even more difficult (!) by removing the NEXT display. Do this by pressing the 
Select button during play. Press the Select button again to return display of the 
next game piece. 


Tetris is a trademark of V/O Electronorgtechnica (Elorg). O 1987 V/O Electronorgtechnica (Elorg). 
Tetris licensed to Bullet-Proof Software and sub-licensed to Nintendo. O 1989 Bullet-Proof Software 
© 1989 Nintendo of America Inc. Video Link is a trademark of Nintendo of America Inc. 
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Why are there so many baseball games for the Nintendo (at least eight by our 
count)? Well, to begin with, real baseball and electronic baseball share the same 
interesting combination of skill and mental challenge. And, baseball is one sport 
and cultural phenomenon that both Japan and America share. It is a common 
misconception that baseball was introduced to Japan by American soldiers after 
World War II; actually the game came over well before the war. 

We'd be hard pressed to come up with our favorite baseball/softball game from 
these four. The mechanics of each of the games are very similar; the differences 
come in the abilities given the manager. We think a Nintendo baseball fan would 
be happy with any of them. 


Baseball Simulator 1.000" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


This is a doubleheader in one game pak. The first half of the Baseball Simulator 
1.000 game is a simulation of major league baseball with a great deal of attention 
to detail, including some elements of the game that are not included in any other 
Nintendo baseball game we have seen. The other half of the game brings in the 
“Ultra” league, which is the sort of fanciful “anything goes” baseball game most 
kids and adults have dreamed of. 

First the real stuff: You can create your own league and team, creating a staff 
with a personality to match your managing desires. Want a team that is stocked 
with the most fabulous fielders and pitchers in baseball? They may never score a 
run, but you can try it that way. Want a team made up entirely of sluggers? They 
probably couldn’t catch a basketball, but you can have them. 
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You get to play your games in one of several different modern baseball stadia 
(one of them is set in outer space, but we consider that one sort of possible). The 
scoreboard display is realistic, including some advertisements (for other Culture 
Brain games). 

Among the unusual aspects of the simulation game is the ability to position your 
fielders. You can draw the infield in to try to cut off arun at the plate; you can play 
deep against a power hitter, you can try to cheat into position for a double play or 
you can even come up with some unorthodox shifts—see the Power Player Hints 
for a few suggestions. 

How realistic? Well, with runners on first and second we helped our third 
baseman make a spectacular grab of a ground ball and then we threw to third base 
for the forceout, except that there was no one on the bag because the third baseman 
had made the catch. Nice knowledge of baseball and nice programming. 

Now we come to the fantasy side of Baseball Simulator 1.000, with the teams 
and players of the Ultra League. These guys can throw pitches that break into three 
pieces between the pitching rubber and home plate; the batters can turn into 
whirling dervishes and fielders can literally fly into the air to catch a high pop. 

Game play is pretty smooth. The screens are very cartoon-like and it is some- 
times difficult to tell the difference between a runner and a fielder. The cartridge 
includes some synthesized voices, including “Play Ball,” “Foul”, “Safe” and 
“Out,” although the sound quality of the prototype we worked with was a bit 
muddy. We liked the varying stadia; we enjoyed particularly watching a long 
homerun in the harbor stadium land with a splash in the water. 

We played a preproduction sample of the game and worked with a preliminary 
manual. 
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MANUFACTURER: Culture Brain / (206) 882-2339 
NUMBER OF PLAYERS: 1ог2 


CHARACTERS 
You are the manager of any (or all) of six major league baseball teams with 108 
available players. 


STARTING THE GAME 
When you start the game, you first must select a Mode, from the following: 


Exhibition. Play a single game between any two teams. The results will not 
count toward league standings. You will be asked to choose between a 1- or 
2-player game, with the option of playing against the computer or head-to- 
head against another player. 

Next you must pick a pair of teams for the exhibition. Move the onscreen 
cursor to identify the teams. After that, you will choose a stadium. Available 
locations for all games, exhibition or pennant, are: Dome; Town; Space; 
Grass; Harbor and Brown. 

Next, you will choose a starting pitcher. Look at the pitcher's face; if he 
has pitched in the last game, he's tired. You'll see the pitcher's current ERA 
(Earned Run Average) displayed. The lower the ERA, the fewer earned runs 
he ordinarily gives up in a game, although your ability as a fielder will have 
an effect here. 

Finally, you must select a starting lineup. You can accept the computer- 
generated lineup, or you can select and change the players using the arrow 
keys and the A button. 

Pennant (Season). Play a full season. When you choose this option, you will 
be asked to select from: 

Play. To continue an existing season or start a new season once an existing 
season has been cleared from memory. When you start a new season, you 
will start by selecting a League, then a stadium and then move to the 
Schedule screen. In the schedule screen, you will choose a 5, 30, 60 or 
165-game season. 

You will next choose from Manual (player-controlled) or Auto (Com- 
puter-controlled) modes for each of the teams in the league. 

If both teams are set to Auto, you can choose to sit back and watch the 
game unfold before your eyes, or you can Skip the game and let the 
computer almost instantly compute the game results; you will go directly 
to the game statistics. 

Clear. To clear the standings and statistics of a season already underway. 

Standings. To display the current standings for the league. 

Edit. To make, erase or show a team roster. 
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Enter. Up to six teams can be edited. You will be able to enter the names 
for each player. Use the A button to cycle through available characters 
and use the Right Arrow to move to the next character space. 

Each team starts out with the same total mount of points for AV (Batting 
Average), HR (Homeruns), R (Running Speed) and F (Fielding Ability.) You 
can distribute the points among the players. 

Although it is tempting to put all of your points in one player, this is not 
likely to win the game. Think of it this way: If one player hits a homerun 
every time he comes up to bat but every other player makes an out, you are 
only likely to score a few runs per game. The best design is to try for a 
balanced team with a few well-placed power hitters. 

Pitchers can have points assigned to ERA (Earned Run Average), SPD 
(Speed), R/L (Right or Left Curveballs) F (Sinker) and ST (Stamina.) 

New League. To make a league for season play. You can choose six teams from 
existing leagues to create a new league. 
Watch. To watch the computer play a game between teams you select. 


BATTING 
Arrows: Move the batter around in the batting box. See Power Player Hints. 
“A” BUTTON: Press to swing the bat; tap the button quickly to attempt a bunt. 
“B” BUTTON: In the Ultra League, press this button for an Ultra Swing. 


RUNNING: Select the base to run to, as in 
Right Arrow. First base Up Arrow. Second base 
Left Arrow. Third base Down Arrow. Home plate 


“A” BUTTON: Run back to the base indicated by the arrow key. 
“В” BUTTON: Advance a baserunner or attempt a steal to the base indicated 
by the arrow key. 


PITCHING 

Before the pitch is thrown, use the arrow keys to move the pitcher left or right 
on the pitcher’s mound. After you press the A button to begin your windup, the 
arrows select the speed and curve of the pitch as the ball is thrown, as in 


Right Arrow. Curves right. 

Up Arrow. Slow pitch in regular game, Ultra pitch in Ultra game. 

Left Arrow. Curves left. 

Down Arrow. Fastball. 

“A” BUTTON: Throws pitch when in Pitching Mode. Throws to selected base 
for pickoff attempt when in Field Mode. 

“B” BUTTON: Changes to Field Mode to allow pickoff attempt. Press an arrow 
key in the direction of the base you want to throw to and press the A button 
to throw the ball. If no arrow key is pressed, the ball will be thrown to first 
base. 


New NES Sports Games! 155 


FIELDING 
Move fielders around on the field to catch or retrieve a ball using the arrow keys. 
Once the ball is in the fielder's hands, the arrows are used to select the base to 
throw or run to. See the arrow key choices for running listed above. 


*A" BUTTON: Dive for ball. Once the ball is in the fielder's glove, the A 
button is used to throw to the indicated base. 

“B” BUTTON: In the Ultra game, used to make an Ultra Fielding Play. Once 
the ball is in the fielder's glove in Ultra and regular game, used to run to the 
indicated base. 


PINCH HITTING 
Call Time Out using the Start button and then press the A button. You will be 
shown a submenu offering a listing of available pinch hitters, with batting 
averages, homeruns and a fielding and running rating. Move the arrow to select 
the one you want to use and press the A button again. Note that you must call 
time before the pitcher begins his windup. 


CHANGE FIELDERS OR PITCHER 
Call Time Out using the Start button and then press the A button. You will see 
a submenu offering the following: 


CHANGE. Move the onscreen cursor to this option and press the A button to 
see a display of all of the positions on the field. Move the arrow on the screen 
to the fielder you want to change and press the A button again. Now you 
will see a display of available substitute players, with their batting averages 
and homeruns, together with a running and fielding rating. Move the arrow 
to the player you want to select and press the A button one more time to 
make the change. 

If you choose to substitute for the pitcher, you will see a listing of available 
relievers. While you make up your mind, you'll see a cartoon of pitchers 
warming up in the bullpen. 

MOVE. Select this option to move your fielders around. Move the flashing 
arrow to the fielder you wantto move, then press the A button. Use the arrow 
keys to move the fielder to the new position and then press the A button 
again to release him. Return the arrow key to the pitcher's mound and then 
press the B button to return to the game. 

END. Returns to the game without making any changes. 


NUMBER OF LEAGUES AND TEAMS 
There are three preset leagues when you start the game, each with six teams. 
The Atlantic League includes many of Major League Baseball's American 
League cities; the Northern League includes many of the cities in the real 
National League. The Ultra League is from fantasyland. 
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ATLANTIC LEAGUE. Boston, Detroit, Toronto, Oakland, Minnesota and 
Kansas City 

NORTHERN LEAGUE. New York, Pittsburgh, Montreal, Los Angeles, Cin- 
cinnati and San Diego 


Each of the teams in the Atlantic and Northern leagues have the same 
available points for distribution in the selection of an edited team. Here are the 
available points: 


Pitching ERA: 18.00 Batting Avg.: 3,000 points 
Speed: 552 Homeruns: 250 

Right Breaking Ball: 35 Running: 130 

Left Breaking Ball: 35 Fielding: 250 

Sinker Pitch: 20 

Strength: 160 


THE ULTRA GAME 
Each of the six teams in the Ultra League have Ultra Play power. Ultra Play 
abilities are distributed to each player just like other abilities, and each team 
starts the game with a 15 Ultra Play points. Each time one is used, 3 points are 
subtracted from the total available. Here are the available points for the more 
powerful Ultra teams: 


Pitching ERA: 10.00 Batting Avg.: 4,200 points 
Speed: 612 Homeruns: 250 
Right Breaking Ball: 45 Running: 130 
Left Breaking Ball: 45 Fielding: 250 
Sinker Pitch: 30 
Strength: 180 
SECRET WEAPONS 


The Ultra Plays are: Bomb Hit; Cannon Hit; Freak Hit; Hyper Hit; Meteor 
Hit; Miracle Hit; Missile Hit; Shadow Hit; Spinner Hit; Super Slide; 
Tremor Hit; Hyper Throw; Miracle Catch; Rocket Jump and Super 
Charger. 


I ALWAYS WANTED TO KNOW 
How in the world do I hit some of those Ultra pitches? They're not easy, 
although they won't last all game. We found one way to hit the seemingly 
impossible pitches is to bunt. You won't hit a homerun, but you may get on 
base. 


POWER PLAYER HINTS 
We found that we could buy a few tenths of a second to time our swing by 
moving the batter to the back of the batter’s box. Look to see where the pitcher 
is positioning himself and move toward or away from the plate to match his 
position, too. 
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If you want to play super-manager, think about moving the position of your 
fielders in critical defensive moments. For example, if you are in a tie game in 
the bottom of the ninth (or extra innings) and the opposition has a runner on 
third with less than two outs, you may want to bring the outfielders in toward 
the infield since a long fly ball will score a run no matter what you do. 

If you're a gambling type, you might want to try to play the game with just 
twooutfielders from time to time. Do this if your opponent seems to consistently 
hit to one particular field; bring the centerfielder in to a position just behind 
second base and spread the left and rightfielders evenly or put them in a shift 
toward one field or another. 


Baseball Simulator 1.000 is a trademark of Culture Brain USA, Inc. O 1989 Culture Brain USA, Inc. 


Bases Loaded 1 $есопа Season™ 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


“Wait 'til next year,” baseball fans often say at the end of the season. “We’ll win 
it all.” 

Okay, sports fans. Here’s your chance. In one of the few true sequels, Jaleco will 
introduce midway through 1990 a superstar of a baseball game, Bases Loaded II: 
Second Season. 

The second season takes you through a 130-game season in the Eastern or 
Western division of a major baseball league. If you win 75 games, you'll win the 
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pennant and earn a trip to the World Series. You'll receive a password at the end 
of every game you can use to resume your league play. 

The graphics in the game are very nicely done, mimicking a television broadcast 
of a baseball game in many details. The general view is from over the shoulder of 
the pitcher, looking in toward the plate. When it is a righthander throwing the ball, 
you look over the right shoulder; if it is a leftie with the ball, the view shifts to over 
his left shoulder, When you try a pickoff, the view switches to a “camera” behind 
first base and follows the flight of the ball. When the ball is hit, itis usually followed 
by acamera behind home plate. 

We were particularly impressed with the level of detail given to the pitcher’s 
windup, which is almost like a movie. 

We found this game to be much more of a pitcher’s game than most other 
Nintendo baseball games. Scores will likely be lower, and there will be more 
strikeouts. 

Game play is also very realistic. For example, if the first baseman fields a ball, 
he may find no one to throw the ball to unless the pitcher or catcher is covering the 
bag. We were also caught completely by surprise by an attempted steal of home 
base by a runner on the opposing team. 

There’s also a strong touch of Japanese baseball in this game. A major league 
baseball game in Tokyo is more like an American high school football game in 
feeling: there are competing bands, waving banners and constant rhythmic noise 
from the fans. You'll feel that in the game here. 


MANUFACTURER: Jaleco USA / (312) 647-7077 


NUMBER OF PLAYERS 
1 or 2. Play league competition against the computer, or head-to-head against 
a friend. 


CHARACTERS 
You are the manager of a major league Nintendo baseball team. 


CHOOSING A LINEUP 
When it is time to play ball, the manager's first assignment is to make out the 
lineup card. The computer will present a good batting order, but as you become 
more and more aware of the strengths and weaknesses of your players—and 
learn about your own managing style—you may want to make up your own 
batting order. And, some players may want to try a radical lineup to experiment. 
The time-worn strategy for setting a lineup is this: you'll want a speedy guy 
who can get on base to lead off, a good batter to move him over batting second 
and then the power hitters in spots three, four and five. Some managers try to 
use these three types of hitters in groups of three. 
To substitute a new player from the bench into the lineup, choose Player 
Change from the lineup menu. Move the arrow next to the player you want to 
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replace, and then press the Right or Left arrow to scroll through the available 
reserve players for a particular fielding position. Select the player you want by 
pressing the A button. 

Once you have all of the players you want to use in the game, you can shuffle 
their batting order by choosing the Line Up option. Move the arrow to the player 
you want to move, and then press the A button. The player’s name will flash. 
Now move the arrow to the player you wish to switch with, and press the A 
button again to make the change. You may have to make multiple changes in 
order to get the batters in the order you want. 


PLAYER PERFORMANCE RATINGS 

Now we’ve seen just about everything in major league baseball, or at least in 
Nintendo game simulation. In Bases Loaded II, starting with the second game 
of league competition, or the first time you make a pitching or batting change, 
you will see on screen a set of Player Performance Rating charts. These 
Biorhythm charts are a kind of cross between horoscopes and biology and claim 
to show the mental and physical status of a human. In theory, everyone has a 
set of these rhythms, and some days are better than others. 

The effect of the biorhythms are not enough to completely change the 
character of a player, changing a weak Punch-and-Judy shortstop into a slugger, 
but they will tend to make players enter and exit batting and pitching slumps 
and streaks. The alert manager should pay attention to the ratings when choosing 
his pitcher, setting his lineup and making pinch hitter and relief pitching 
decisions. 

In the game, players are rated ona scale from -9 to +9 in Physical, Sensitivity 
and Intellectual categories. The ratings differ for hitters and pitchers. 

For pitchers, Physical is an indication of the stamina of the pitcher, affecting 
his ability to throw well over time; Sensitivity rates his emotional level. A 
pitcher whose sensitivity rating is highly positive (near +9) will be able to throw 
faster than he can when his rating is highly negative (near -9), and Intellectual 
rates the pitcher’s curveball. A high positive rating means the ball will break 
sharper than when the same pitcher’s rating is highly negative. 

For batters, Physical affects raw hitting ability. If the batter’s rating is highly 
positive, balls will tend to drop in for hits; when the rating is highly negative, 
the balls will tend to go right to the fielders; Sensitivity indicates the emotional 
status of the hitter, affecting the batter’s power. A highly positive rating could 
turn a long fly ball into a homerun, and Intellectual is an indication of the 
batter’s ability to perform in the clutch, when there are men in scoring position. 


PITCHING 
Press the A button to start the pitcher into his windup. If you press no other 
button, the pitch will be a fastball down the middle of the plate. 
Press the A button together with one of the arrow keys to throw a curve ball. 
The longer you hold the arrow key, the more movement you will put on the ball. 
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(The pitcher’s ability to throw a good breaking ball is determined by his 
curveball ability, listed in the charts in the manual.) The directional arrows affect 
the pitch as follows: 


Left: Breaking ball to the outside of the plate when pitching to a righthanded 
batter; to the inside of the plate when throwing to a leftie. 

Right: Breaking ball to the inside of the plate when pitching to a righthanded 
batter; to the outside of the plate when throwing to a leftie. 

Down: Breaking ball down. 


If you throw a ball too far out of the strike zone, it may become a Wild Pitch. 
You'll have to chase after the ball with your catcher if there are runners on base; 
they will advance. 

See also the Power Player Hints section for some tips on how to throw some 
very special pitches. 


HITTING 
To swing the bat, press the A button for a regular swing. You can also press 
the A button together with one of the arrow keys to change the position of the 
bat in the strike zone. 
To attempt a bunt, tap the A button as the ball approaches the plate. You can 
also have your player make a half-swing and then adjust the bat position using 
the arrow keys. 


FIELDING 

The computer will automatically activate the infielder or outfielder closest to 

the ball; you then move the player to the ball using the arrow keys. Bringing the 

player into contact with the ball will result in a “catch.” If you catch a fly ball, 

an out will be called. If you catch the ball after it has struck the ground, you will 

need to throw it to the correct base or tag a runner to record an out. 

To Jump up in the air to try to catch a ball, press the B button. 

To Dive after a ball, press the B button together with an arrow key. The fielder 
will dive in any of eight directions. 

To Throw the ball, press the A button and the appropriate arrow key. If you 
do not press an arrow key, the ball will be thrown to first base. The directions 


are: 
Right Arrow. First base ' Up Arrow. Second base 
Left Arrow. Third base Down Arrow. Home plate 


To attempt a Pickoff of a batter, press the B button and the arrow key in the 
direction of the base you want to throw to. 


RUNNING THE BASES 
The ability of a runner on the basepaths is governed by the speed ratings. 
Baserunning is controlled by the B button and the arrow keys. 
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Stealing. You can take a lead off base by pressing the B button and the arrow 
key toward the base the runner is leading away from. Hold down the B button 
and press the arrow key toward the base you want to run to to attempt the steal. 

If you want to try to make more than one runner attempt a steal, press the 
Down arrow and the B button. 

To Return to a Base, press the arrow toward the base you want to run back 
to, and then press the A button. This will only work if you runner has not yet 
reached a farther base. 

To attempt a Hit and Run Play, make your runner start by pressing the B 
button and the arrow key, and then have your batter swing at the pitch by 
pressing the A button. 


THE TEAMS 
You'll find a pretty complete set of statistics about each of the 12 teams in the 
two divisions, including Batting Average, Home Runs and Speed for the batters 
and Earned Run Average, Average Top Speed and Curveball Ability for the 
pitchers. 


SPEED: Base stealing ratings go from 0 to 31. A batter with a speed over 28 
is a real hot dog. 

AVG. TOP SPEED: The average top speed of the pitcher’s fastball. Some 
pitches will be faster. 

CURVE ABILITY: Rated in Vertical, Right or Left categories, on a scale from 
0 to 16. The higher the number, the better the curve. The vertical curve is a 
drop pitch, down through the strike zone. Left and right are in and out 
movement at the strike zone. 


What you will not find in the manual, though, is a summary of the team 
abilities. We'll give you that here. 

We put all of the numbers into a computer spreadsheet and crunched the 
numbers. For the batters, we computed the following: 


STARTERS BATTING AVERAGE (SBA): The average batting average for 
the 8 starting players on the team. 

BENCH BATTING AVERAGE (BBA): The average batting average for the 
9 pinch hitters and substitute players waiting on the bench. The bench also 
includes the Designated Hitter. 

TEAM BATTING AVERAGE (ТВА): The average batting average for all 
17 batters on the team. 

STARTERS HOMERUN RATING (SHR): The average number of home 
runs for each of the 8 starting players on the team. 

BENCH HOMERUN RATING (BHR): The average number of home runs 
for each of the 9 pinch hitters and substitute players on the bench. The bench 
also includes the Designated Hitter. 
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TEAM HOMERUN RATING (THR): The average number of home runs for 
all 17 batters on the team. 

STARTERS SPEED RATING (SSR): The average speed rating for each of 
the 8 starting players on the team. 

BENCH SPEED RATING (BSR): The average speed rating for each of the 9 
pinch hitters and substitute players waiting on the bench. The bench also 
includes the Designated Hitter. 

TEAM SPEED RATING (TSR): The average speed rating for all 17 batters 
on the team. 


For pitchers, we computed the following: 


TEAM ERA (T-ERA): The average of all of the ERAs of the pitching staff. 
TEAM PITCHING SPEED (TPS): The average of all of the pitching speed 
ratings of the pitching staff. 


We learned that New York is a real powerhouse of a team, with the highest 
average batting average for its starters and complete team. Here are our Ultimate 
Nintendo summaries: 


New York. The starting players average .301, with the team as a whole not far 
behind at .285, tops in the league in both categories. Porter is tied for the 
division lead in batting average at .333. And, the starters average nearly 19 
homeruns each over the season. The team’s speed rating is quite respectable, 
too. There are no obvious weak spots on this team, and the heart of the batting 
order is nicely balanced: the number three, four and five batters in the 
standard lineup are responsible for 28, 34 and 30 homeruns respectively. 


SBA: .301 BBA: .271 TBA: .285 
SHR: 18.9 BHR: 5.3 THR: 11.7 
SSR: 19.2 BSR: 19.7 TSR: 19.5 


But that’s not all: New York also has the best overall pitching staff in the 
league. It has the lowest overall Earned Run Average and a couple of real 
stars, including Stamer (2.17 ERA as a starter, and a blazing fastball) and 
Ayoub (2.32 ERA as a starter, excellent speed and wicked breaking stuff.) 


T-ERA: 2.91 TPS: 88.6 


Boston. Just like in the major leagues, Boston always seems to be just behind 
New York. It is a strong team in batting average, with its starters at .284 and 
the overall team at .276. The homerun power for the starters is quite high, 
although the bench is notas strong. Teylan has a .331 batting average, second 
highest in the division. 

The Boston pitching staff is tied for the number one spot for pitching 
speed, yielding a respectable team ERA of 3.41. Crown, a stopper, has the 
lowest ERA in the league at 1.56. 
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SBA: 284 BBA: .269 TBA: 276 
SHR: 16.0 BHR: 2.7 THR: 8.9 
SSR: 19.0 BSR: 19.6 TSR: 19.3 
T-ERA: 3.41 TPS: 90.9 


Jersey. This is an uneven team. It has one of the league's most productive 
homerun hitters in leftfielder Angel, responsible for 39 dingers all by himself, 
leading the division. But, Angel only has a batting average of .218; we'd 
imagine this guy is likely to disappoint at least as much as he thrills. Weir is 
tied for top position in the division for batting average, at .333; he is also tied 
for the top position in base stealing. The team also has one of the league's 
best stoppers in the bullpen in Seitz, who has an ERA of 1.64, a top speed of 
95 and great breaking stuff. 

This team also seems to have a poorly designed batting order, but that is 
something that you as a manager can fix. The number two guy, Weir, with a 
batting average of .333, a speed rating of 31 and no homeruns, is an obvious 
leadoff batter. Then we'd take the number three guy, Siano, another speedy 
guy with a lot of punch and put him in the second slot. Then let Prokop, 
number one in the computer's batting order, bat third. 


SBA: 286 BBA: .260 TBA: .272 
SHR: 14.4 BHR: 1.9 THR: 7.8 
SSR: 23.1 BSR: 18.7 TSR: 20.8 
T-ERA: 3.05 TPS: 88.8 


Philadelphia. This is a solid but unexceptional team. They have no players in 
the top rankings in any significant area. 


SBA: .277 BBA: .269 TBA: .273 
SHR: 12.6 BHR: 5.7 THR: 8.9 
SSR: 20.9 BSR: 19.4 TSR: 20.2 
T-ERA: 4.03 TPS: 87.9 


Miami. A decent team with a lot of speed and one standout star. Rightfielder 
Lovell has a batting average of .323 and can be expected to hit 35 homers in 
a season. He also has exceptional speed with a rating of 23. As manager, you 
should be sure to take advantage of the team’s speed. Another speedster is 
Kramer, with a rating of 31, tied for first place in the league. The bad news 
is that a good manager on the opposing team can pretty easily pitch around 
Lovell if necessary. 


SBA: .289 BBA: .259 TBA: .273 
SHR: 11.9 BHR: 2.8 THR: 7.1 
SSR: 23.1 BSR: 19.4 TSR: 21.2 
T-ERA: 4.00 TPS: 87.1 


D.C. We thought that Washington was supposed to be the home of the heavy 
hitters. With two exceptions, they’re not on this team, though. This guy North 
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(see The Name Game) is a real slug on the basepaths, which probably 
explains why he is not used as a fielder. But as the designated hitter, he bats 
.332 and is capable of 33 homeruns in a season. Simon bats .252 and is due 
for 37 homers in a season, second in the division. That’s about it for the 
hitters. The pitchers are ordinary; check out this guy Regan with an ERA of 
6.22. How did he ever make it to the majors? 


SBA: .269 BBA: 271 TBA: .270 
SHR: 7.2 BHR: 7.3 THR: 7.3 
SSR: 22.5 BSR: 18.1 TSR: 20.2 
T-ERA: 3.96 TPS: 88.2 


Los Angeles. There’s a bit of punch in the middle of the lineup with Bergen 
bringing in a league-leading 43 homers and Stewar with 29. Bergen also has 
extraordinary speed, with a rating of 27. But they—and the rest of the 
team—won't hit for much of an average. This team will have to rely on its 
pitching staff, and it has a good one. Kahn, a middle reliever, has a division- 
leading ERA of 1.57 and excellent breaking stuff. The team's starters are also 
among the best in the league. 


SBA: 262 BBA: .261 TBA: .261 
SHR: 14.6 BHR: 5.7 THR: 9.9 
SSR: 21.5 BSR: 22.3 TSR: 21.9 
T-ERA: 3.24 TPS: 88.4 


Kansas. This team has a good overall batting average among its starters, but is 
otherwise built around a pair of sluggers. In this case first baseman Yu bats 
.331 and will put about 40 balls over the fence in a season. And Binder will 
hit another 34 or so. 


SBA: .290 BBA: .261 TBA: .275 
SHR: 13.7 BHR: 7.1 THR: 10.2 
SSR: 21.7 BSR: 18.1 TSR: 19.8 
T-ERA: 4.29 TPS: 87.5 


Omaha. Yawn. Ordinary batting average, little power and not much speed. And 
the pitchers are not so hot, either. 


SBA: .271 BBA: .273 TBA: .272 
SHR: 10.2 BHR: 7.0 THR: 8.5 
SSR: 16.5 BSR: 17.1 TSR: 16.8 
T-ERA: 4.18 TPS: 87.9 


Texas. A solid team with a few standouts. The ordinary leadoff batter, the 
centerfielder Worth, hits for a decent average at .288 and has a speed rating 
of 29. Get him on base and let him rip! On the other hand, the starting catcher 
Larson has a speed rating of 9, which means that he runs well for a guy 
carrying a piano. You might want to change the lineup for Texas immediately 
and insert Corsar as catcher, a guy with a better batting average, decent speed 
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and almost as many homers. Chase, the designated hitter, is a solid batter at 
.317 and 31 homers, but is also a slug on the basepaths. 


SBA: .277 BBA: .266 TBA: .271 
SHR: 11.1 BHR: 8.2 THR: 9.6 
SSR: 19.5 BSR: 17.8 TSR: 18.6 
T-ERA: 3.77 TPS: 87.6 


Hawaii. There’s a volcano of power in the middle of this batting order, and a 
lot of speed among the table-setters at the top of the order. Fuller, Lundie, 
Suelze and Brand are capable of 22, 37, 24 and 23 dingers in a season. Lauer 
is batting .332, second highest in the division and fourth in the league. 


SBA: .278 BBA: .264 TBA: .271 
SHR: 15.4 BHR: 6.1 THR: 10.5 
SSR: 19.6 BSR: 20.4 TSR: 20.1 
T-ERA: 3.98 TPS: 87.5 


Utah. There’s not much to write home about on this team, except for the 
league-leading batting average (.336) of leftfielder Brooks, and the excep- 
tional speed of the second baseman, Moy. He has a decent average at .265 
and a speed rating of 31. If you manage this team and he gets on base, you 
should be sure to take advantage of him. A low point is catcher Quero, with 
a .233 average; you probably should switch him in the batting order for 
Ohsiek or London. There’s one decent starter, Sprout, on the pitching roster, 
while the rest of the throwers are pretty forgettable. Overall, the pitchers have 
the highest (and that is not good) ERA in the league. 


SPECIAL RULES 
If one team has a lead of 9 runs or more after the 5th inning, the umps will call 
the game and give the win to the team in front. 


THE NAME GAME 
If you had to come up with 300 names (25 players on 12 teams) you might end 
up getting a little silly yourself. We found a few funny ones: 


The D.C. Ringers. Most of the names of the ballplayers on the Washington 
team are drawn from politicians and others in the news in our nation’s capital. 
They include presidential pitchers named Ford, Nixon, Regan and Bush; 
vice-presidential and would-be presidential pitchers named Quail, Spiro and 
Duke. Other names include a third-baseman (basewoman) named Abzug; 
New Jersey connections with a shortstop named Bradly and a leftfielder 
named Kean. And in the congressional scandals department, we have North 
and Hall. 

Hooray for Hollywood. The L.A. team draws its name from cinema stars of 
yesterday and today. They include Kelly, Carson, Bergen, Stewart, Kazan, 
Garland, Tracy, Collins, Crawford, Cosby, Hoffman, Astair, Rogers, Pacino, 
Hackman . . . well, you get the idea. 
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Inside Joke. Among the pitchers on the Jersey team is Meyers, an electronic 
stand-in for Michael Meyers, the product manager for the game at Jaleco. 


POWER PLAYER HINTS 
With a little bit of practice, you can throw some very special pitches. They 
include 


Drop Pitch: Press the Down arrow and the A button to put the pitcher into his 
windup, and then press the Up arrow as the windup begins. Finally, press the 
Down arrow as the ball is on its way to the plate. If you time it correctly, this 
pitch will rise as it heads toward the batter and then drop to his ankles as it 
reaches the plate. 

Back-door Slider: Press the Right arrow and the A button when facing a 
right-handed batter; press the Left arrow and the A button when facing a 
left-handed batter. When the pitcher releases the ball, press the Down/Left 
arrow when facing a right-handed batter; press the Down/Right arrow when 
facing a leftie. Depending on the abilities of the pitcher, the ball will move 
across the plate from the inside to the middle. The pitch will usually be called 
a ball if the batter doesn’t swing, but he usually will—and miss. 


USING PASSWORDS 
A true sportsman or sportswoman would never use these to really win the whole 
season, but if you’d like to gain a peek way near, at or deep into the world 
championship, use these passwords for the Jersey team: 


For 74 wins, 1 game short of the division title: 
JTPXXHV 


For 75 wins, at the start of the world championship: 
JTTPTWD 


For 3 wins in the world championship, one win short of walking away with 
the whole shebang: 
OSMTBWL 


POWER ZOOMING 
You'll receive a password at the end of every game you can use to resume your 
league play. To continue your season ata later time, press the Select button from 
the opening screen to move the arrow to Continue. Press the A button and the 
password screen will appear. Use the arrow keys to select characters. 


Bases Loaded is a registered trademark of Jaleco USA Inc. Bases Loaded II: Second Season is a 
trademark of Jaleco USA Inc. © 1989 Jaleco USA Inc. 
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Baseball Stars" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 
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This is one of the major leagues of baseball simulation on the Nintendo system. 
Baseball Stars allows you to create your own teams and leagues, hire, fire and trade 
players, develop your players from green rookies to all-stars. Oh yes, you can also 
play hardball. 

Some other games may shine a bit brighter in one area or another, but this game 
is an all-around professional player. It offers a very smooth and easy connection 
between your hand and the players on the screen. 

The manual for this complex game does not follow any rule of organization that 
we could understand; that's what we'll try to do in this chapter. We’ ve taken apart 
all of the rules and put them back together here for you. 

We will, unlike the manual, start with the mechanics of the game. In this regard, 
Baseball Stars is similar to other Nintendo baseball games, although the play action 
is very smooth and natural. 

After the details of pitching, hitting, running and fielding we'll look at the 
nitty-gritty of the business side of baseball also included in this game: establishing 
a league, drafting and buying players, and firing and trading players. This game 
does everything but sell tickets. 
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MANUFACTURER: SNK / (800) 752-9765 


NUMBER OF PLAYERS: 1 or 2 
CHARACTERS 


You are the owner, general manager and field manager of one or more major 
league baseball teams. 


CONTROL PAD 

Arrows: Used to move players around on the screen in play. In setting up the 
team, arrows are used to move the onscreen cursor to choose teams, players 
and other items. 

“A” BUTTON: In setting up the game, used to select players, teams and other 
options from menus. In game play, used to control batting, running, pitching 
and fielding. In a time out, used to make player substitutions and pitching 
changes. 

“B” BUTTON: In setting up the game, used to go back one screen to make 
changes or correct mistakes in creating your team. 


PLAYING BALL (OFFENSE) 

THE BATTER'S BOX: Use the Arrow Keys to move the batter around in the 
batting box. If you move the batter forward as he swings, it will make him 
swing upwards and therefore more likely to loft a fly ball; move the batter 
back as he swings to make him swing down on the ball and be more likely 
to hit a groundball. 

SWINGING THE BAT: Tap the button sharply to have the batter attempt a 
bunt; press the button again to return him to the regular batting position. 

ON THE BASE PATHS: When a batter hits the ball, the runners will automat- 
ically move to the next appropriate base. 

ADVANCING AN EXTRA BASE: То make the runner run past the base he * 
has reached, push the Arrow Key in the toward the next base and press the 
B button, The base assignments are: 

Right Arrow. First Base Up Arrow. Second Base 

Left Arrow. Third Base Down Arrow. Home Plate 

RETURNING TO THE PREVIOUS BASE: If you think the runner is going 
to be thrown out and want to try to return to the previous base, press the Arrow 
key toward the previous base and press the A button. 

STOPPING THE RUNNER BETWEEN BASES: To make the runner stop 
between bases, press the Down Arrow and the A button. 

LEADING OFF A BASE and STEALING A BASE: Before the pitcher 
begins his windup, press the Arrow Key toward the base you want to run to 
and tap the B button to lead off the base. Press the B button when the pitcher 
has begun his windup to attempt to steal the base. Once you have moved off 
the base you cannot return to the base until the pitcher throws the ball or 
attempts to pick you off. 
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PLAYING BALL (DEFENSE) 

PITCHING: Use the Left or Right arrows to move the pitcher around on the 
mound before throwing the ball. Press the A button to throw. 

CHOOSING THE PITCH: While the pitcher is in his windup, press the arrow 
keys to select a pitch: 

Up Arrow. Fastball Down Arrow. Changeup 

Left Arrow for curveball from righthanded pitcher; slider from lefthanded 
pitcher. 

Right Arrow for slider from righthanded pitcher; curveball from lefthanded 
pitcher. 

PICK-OFF ATTEMPT: If a runner is taking a lead off a base and you want 
to attempt to pick him off, press the B button to display the Pick-off Screen. 
Press the Arrow Key toward the base you want to throw to and press the A 
button. Be quick before the runner dives back to his base. 


CATCHING THE BALL 

FIELDING: While the ball is in the air, move a fielder in its direction. For a 
fly ball, watch the shadow shown on the ground. Bring the fielder into contact 
with the ball and he will automatically catch it. 

JUMPING CATCH: Outfielders can try to catch a ball over their heads if you 
press the Up Arrow and the A or B button as the ball passes overhead. 

CLIMBING THE WALL: If the ball is hit to the wall and you have an 
outfielder there, you can try to turn а homerun into an out. Run your fielder 
right into the wall and press the Up Arrow and the A or B buttons to try. 

DIVING CATCH: If the ball is near your fielder but not directly in front, you 
can attempt a diving catch with one of your infielders. Bring the fielder as 
close as you can, press the Arrow Key in the direction of the ball and press 
the A or B button to attempt the catch. 


THROWING THE BALL 

THROWING: Press the Arrow Key toward the base you want to throw to, and 
press the A button. If no base is specified, the throw will automatically go 
to first base. To put some extra oomph into the throw, press the Arrow Key 
and the A button at exactly the same moment. 

TAGGING THE RUNNER: When the field has the ball in his possession, you 
can choose to have him run to a base or even try to run directly at a runner. 
If he touches the base before a runner arrives, or if he touches a runner on 
the basepaths, the runner will be called out. 


MANAGING FROM THE DUGOUT 
CHANGING THE STARTING LINE-UP: If you want to make a change in 
the starting lineup selected by the computer you must do so before the first 
pitch is thrown. The first screen you see after the game is started includes an 
option to change the lineup; select the category you wish to change and press 
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the A button. Use the Up and Down arrow keys to select players. You can 
also select your available pinch hitters. 

CHANGING THE BATTING ORDER: Must be done before batting begins. 
Select the player you want to move in the order by identifying him with the 
Up or Down arrow key and then press the A button. The player's name will 
change to blue. Now move the cursor to the player you want to change batting 
position with, and press the A button again. Continue the process until the 
order is to your liking, and then press the B button to return to the Start Mode. 

CHANGING FIELDING ASSIGNMENTS: Done in the same manner as 
changing the batting order. Pitchers are the only fielders who cannot be 
assigned to a different position. 


SETTING UP A LEAGUE 

When you first begin the game, and every time afterwards, you can choose to 
start a new league and establish new teams, or you can choose to continue play 
in an existing league. Only one league can be maintained in the game pak's 
memory, so if you choose to start a new league, all of the records of the current 
league will be erased. 

Here are your choices from the Opening Screen of Baseball Stars. Use the 
arrow key to highlight your choice and then press the A button to select. Press 
the B button to move back up the menu tree to offerings including the following: 


New League. If you choose to start a new league, your first decision will be to 
choose the number of teams in the league, from 2 to 6 and the number of 
games that will constitute a full season, from 3 to 25. Use the Up and Down 
arrows to move the cursor to the Teams and Games categories, and then use 
the Left or Right arrows to make selections. Press the A button to lock in 
your choices. 

Next, you need to select a team. You'll see a display of 11 different 
symbols that seem to be drawn loosely from Japanese teams. As you bring 
the cursor below a team, you will see a C or P. Press the Up or Down arrow 
to move between Computer or Player control. 

Press the B button to return to the Opening Screen. 

VS. Press the A button to be shown a screen allowing you to choose 1-Player 
(you against the computer); 2-Player (two humans against each other), or 
Computer Play, in which you can watch the computer manage both sides, or 
just wait for the outcome. 

View Team. Press the A button and you will see a display of the symbols for 
the various teams in the league. Use the Arrow Keys to select the team you 
want to look at. Press the A button to examine the players; use the arrow 
keys to select the player and then press the A button again to see a display 
of the player's name, his Cost/Value rating and ratings of his Stamina, 
Abilities and Prestige value. 
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STATISTICS 
When you start a league, all of the statistics for the players and teams will be 
set to zero. As the season goes on, the computer will keep track of batting 
averages, earned run averages, won-loss records and other statistics. Choose 


SPECIAL RULES 
If one team is ahead by 10 or more runs at the end of an inning, the game will 
be called and victory will be awarded to the team in front. 


I ALWAYS WANTED TO KNOW 
I'd like to be a big boss like George Steinbrenner, but I don't have the cash. 
How do I make enough money to buy myself a winning baseball team? In order 
to make money, you have to make your own team and then play and win against 
the computer in League or VS mode. Or, you can play and win against another 
human in a two-player League game. Your cash will grow with each win. 


SUPER SECRET! 
Hey—you don't have to bother earning the money: Here's a super-secret way 
to just about steal a pennant! 

This hint—which you won't find in the manual—allows you to create a 
powerhouse team, with most of the players at or near their maximum point 
value. 

You'll start by creating a team (remember that you must have space in your 
league to create a team, and you therefore may have to delete a team first.) From 
the opening screen, go to Make Team and press the A button to enter into the 
Select Strength of Your Team screen. 

Now enter the following from the control pad arrow keys: 


DOWN, RIGHT, LEFT, DOWN, DOWN, RIGHT, UP 


This should put you at the Balanced Team selection. Now press the A 
button. From deep within the computer code will come a question put there by 
some long-forgotten programmer: The game will ask you: 


WHEN ISN'T IT? 


Use the arrow keys to type in the following answer. Be sure to end your 
answer with a period and clear all other characters from the screen: 


WHEN IT IS. 


Note that the period is the character next to the + mark. Now press the A 
button. Proceed as you would normally to select a team name and logo and then 
select that team for league play. You'll come on like Murderer's Row. 

Of course, we want to point out here that creating a team in this manner is 
not exactly the best of sportsmanship. 
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POWER PLAYER HINTS 

When a pitcher attempts to pick off a runner, it is a three step process. Press the 
B button to display the Pick-off Screen, then press the Arrow Key for the base 
you want to throw to and then press the A button to throw the ball. If the runner 
reacts quicker, he can dive back to the base. Here's a secret, though: if you want 
to throw to first base, you can skip the arrow key step; the computer will assume 
you want to throw to first base. Just quickly press the B button and then the A 
button to try to pick off the runner. 


Baseball Stars is a trademark of SNK Corp. of America, O 1989 SNK Corp. of America. 
D: 
s 


Dusty Diamond’s All-Star Soffball 


Age: 6 to Adult 
Difficulty: Apprentice-Master of the Game 


Every American boy—anda lot of girls—dreams of being a major league baseball 
player, standing at the plate in historic Yankee Stadium or the beautifully mani- 
cured field of Kansas City. 

The fact is, though, that almost all of us are much more likely to step up to the 
cardboard box in the dirt at the softball field in the park. You know the field—the 
one with the running track across the outfield and the fire hydrant between second 
and third. 

Dusty Diamond's All-Star Softball is just different enough to make it stand out 
from the league of Nintendo baseball games. This is pickup softball, played on any 
of six different and uneven fields, using a team chosen from a roster of 60 very 
different players. 

Each player looks different, and should be a recognizable presence on the screen. 
There are no preset teams, and you start out by choosing a 10-member team from 
aroster of 60 players, with the aid of the wisecracking Dusty Diamond, one of this 
country's only softball scouts. 

There are six different playing fields, each with unusual characteristics. A good 
manager will have different strategies for different fields. 

The competition is supposed to be taking place on a softball-crazed South Seas 
island. The defending champions are the mysterious “Amazons.” 

The one-player mode pits you against the computer in a tournament. The object 
is to win five elimination round matches and then the final match against the — 
Amazons. The two-player mode is head-to-head against another human player at 
any of six fields. 

We looked at preproduction materials for this game. 
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MANUFACTURER: Broderbund / (415) 492-3200 
NUMBER OF PLAYERS: 1or2 


CHARACTERS 
You are the manager of a fast pitch or slow pitch softball team. 


NUMBER OF FIELDS 
There are six available softball fields. They are 


Sandlot. The smallest and least maintained field, homeruns are pretty easy to 
hit here. You've got to be on the lookout for hills and valleys, rocks and even 
posts on the field. 

Park. A little larger than the sandlot, it includes a few special obstacles such as 
a pond and a sand trap. You'll need to have some very capable fielders. The 
outfield goes on almost forever—any ball that rolls beyond the home run line 
is still in play. 


one le side and the ocean on the other. The outfield has uneven grass and sandy 
patches. 

School. Here in the schoolyard, a ball that hits the building is a homerun; a ball 
that breaks a window is an out. 

Island. The second largest field, the ball has to go a long way to clear the fence 
for a homerun. 

Professional. This is as close as softball gets to the Major Leagues. The largest 
field, it even has a scoreboard! 


SPECIAL ABILITIES 
Some of the players have some unusual abilities, which you'll find explained 
in the roster that is part of the instruction manual. Some of their specialties 
include: 


Uneven Grass. Some players can run across lumpy fields better than others. 

Water Hazards. Some players don’t let a little H2O get in the way of their 
pursuit of a ball. 

Tackling Power. These players are really tough when they slide into a base, 
and are likely to knock a ball out of a fielder's glove. 

Sand Traps. These beach bums have no problem when the grass ends and the 
sand begins. 

Floaters. These guyscan leave the bounds of gravity when they j jump to attempt 
a catch. 

Climbers. Some players don't let a uem stand in their way; they'll climb right 
up to attempt a catch. 

Incredible jumps. We bet you can figure out what these guys can do. 

Tag Dodgers. Great on the basepaths. 
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Night Power. These guys seem to wake up as the game enters the night. 

Night Flyers. Atnight, a player with this ability will be able to leave the ground. 

Professional Power. A player like this is a real showboat, at his best in the 
professional stadium. 


PLAYING THE GAME 
At the start of a new tournament, you must start by choosing the game mode. 
Your options include 1-Player or 2-Player games in Fast Pitch or Slow Pitch 
competitions. Slow Pitch teams include a tenth player, with four players in the 
outfield. 

Your next decision is the choice of playing field. And then you get to select 
your team, any 10 from the 60 available. Use the arrow keys to move the cursor 
to the name of the player you want to draft, and then press the A button. In a 
2-player game, selection of the ten players can be a mad rush; both managers 
can choose at the same time, but a player can only be selected once. If you want 
to have amore civilized process, you can agree with your opponent to take turns 
in selection. 

The next decision is the choice of a team name from the 26 available; the 
name selected has no effect on the abilities of the team. The first team at bat 
(the visitors) will wear blue uniforms while the home team will wear red. 

The computer will assign an automatic batting order for the team in this order: 
1: Pitcher; 2: Catcher; 3: First Baseman; 4: Second Baseman; 5: Shortstop; 6: 
Third Baseman; 7: Left Fielder; 8: Center Fielder in Fast Pitch game or Left 
Center Fielder in Slow Pitch game; 9: Right Fielder in Fast Pitch game or Right 
Center Fielder in Slow Pitch game, and 10: Right Fielder in Slow Pitch game. 

To make your own batting order, you move to the Change Starting Lineup 
option. 


SPECIAL RULES 

A game lasts seven innings. If the game is tied after that time, the competition 
continues through 14 innings. In the 14th inning, a special situation will apply: 
each manager will play an inning half starting with one out and two men on 
base. The team that scores the most runs in the 14th inning will win. 

The game will automatically be called if one team has a lead of 10 runs or 
more, with the game awarded to the leader. 

The game will start during daylight, but halfway through the game the sun 
will set and the competition will be completed under the lights. 


BATTING 
Use the arrow keys to move the batter in the batter’s box. 


Swinging. Press the A button to swing the bat. Tap and release the button to 
attempt a bunt. 

Switch Hitter. If your batter is able to bat from either side, you can move him 
to the other side of the plate by pressing the Start button to call time out and 
then using the arrow pad to move the batter. 
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RUNNING 
To advance a batter, press the B button and then the arrow pad in the appropriate 
direction: 


Right. First base Up. Second base 
Left. Third base Down. Home plate 


Be aware that a base runner will automatically start running when a ball is 
hit; if the ball is caught as a fly ball, you will have to get the runner back to the 
base he was on to avoid being called out. 

To send a runner back to a base, press the appropriate arrow key for the base 
you want him to run to, and then press the A button. If you have already reached 
an advanced base, you cannot run back to an earlier base. 


Stealing a Base. In the Fast Pitch game, you can send the runner once the ball 
has left the pitcher’s hand. Press the arrow key for the base you want the 
runner to head for, and then press the B button. (Stealing is not permitted in 
the Slow Pitch game.) 


CHANGING PLAYERS 
In the Fast Pitch game, you can use your 10th player as a pinch hitter or pinch 
runner. (All 10 players are on the field in Slow Pitch and substitutions are not 
allowed.) 


Pinch Hitter. Call time out by pressing the Start button, select the Pinch Hitter 
option and then press the A button when your team is at bat to use your relief 
player. 

Pinch Runner. Call time out and select the Pinch Runner option. If there are 
more than two runners on the bases, the batting order numbers of the runners 
will flash; use the arrow keys to select the player you want to substitute for. 


Note that you have only one substitute player, and he can only be used once 
in a game; the player you replace cannot return to the game. 


PITCHING 
Use the arrow keys to move the pitcher on the mound. Then select the type of 
pitch, as follows: 


Fast Pitch Softball 
Slow ball. Hold the Up Arrow and press the A or B buttons. 
Fast ball. Hold the Down Arrow and press the A or B buttons. 
Normal pitch. Press the A or B buttons alone. 

Slow Pitch Softball 
Short, flat pitch. Hold the Up Arrow and press the A button. 
Long, flat pitch. Hold the Down Arrow and press the A button. 
Short, high pitch. Hold the Up Arrow and press the B button. 
Long, high pitch. Hold the Down Arrow and press the B button. 
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After the ball has left the pitcher’s hand, push the Left or Right Arrow to 
make the ball curve. Some pitchers are better than others at throwing a curveball, 
and some will tire earlier than others. 


FIELDING 
Move your fielder toward the ball using the arrow keys. If you get to a fly ball 
before it hits the ground, it will be recorded as an out; if you get to a ball after 
ithas hit the ground, you will have to throw the ball or run it back into the infield 
in order to attempt to make a putout. 


Throwing. Use the arrow keys to select the base you want to throw to (the same 
bases as listed above for the use of the arrow keys for runners.) Then press 
the A button to throw the ball to that base. If you do not specify a base, the 

: ball will automatically go to First Base. 

Tagging. Use the arrow keys to select a base, and then press the B button to 
have the fielder run to a base. If you do not specify a base, the fielder will 
automatically run to First Base. 


To attempt a Diving Catch, to select the direction you want your fielder to 
dive, and then press the B button to attempt to catch the ball in this way. 

To attempt to Jump for a Ball, press the B button. Some players have some 
very special abilities here, able to jump very high, and even to float in midair. 
To bring them back down to earth, press the A button. 


POWER PLAYER HINTS 
Every player has some special attribute; give some thought to the type of team 
you want to assemble and the field on which the competition will be played. 


USING PASSWORDS 
The system will display a password at the end of each game in the 1-Player 
mode against the computer. Record the number and use it to reenter the game 
at a later time. 


Dusty Diamond's All-Star Softball is a trademark of Broderbund Software, Inc. © 1989 Tokyo Shoseki 
Co., Ltd. O 1990 Broderbund Software, Inc. 


e 
Ce 
Super Dodge Ball" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Some people have defined football as war with rules. We'd define dodgeball as 
football without rules, which sort of makes dodgeball into war with a ball. 
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The best thing about this game is that it is different—it is not another baseball 
game; it is not another shoot-em-up in outer space, and it is not Mario Meets 
Cinderella or some other silly (but fun) adventure. This is dodgeball, sort of like 
the game school kids play at recess. The rules are: throw the ball at someone else 
and try to hit them, and try to avoid the ball when someone else tries to hit you. 

The game is fun when you play against the computer, but truly takes off in the 
head-to-head version, with each player controlling one team. 

Thisisone strange game, and the manual seems to be lacking in one minor detail: 
how to play. We'll try to help. 


MANUFACTURER: CSG Imagesoft / (213) 858-3777 
NUMBER OF PLAYERS: 1or2 


CHARACTERS 
You control the new U.S. Dodgeball Team in a competition for the World Cup 
of Dodgeball. You must work your way through a tournament that includes 
another U.S. team as well as the national sixes from China, England, Iceland, 
India, Japan, Kenya and the dreaded Soviets. Each of the teams is different: 


U.S. Pro All-Stars. The first opponent in the World Cup series, the winner of 
this competition gets to represent the United States. The Pro All-Stars have 
a lot of fancy tricks, but are weak on defense. David has a wicked breaking 
ball, and Paul is very tough. 

India. A very quick team, they can take a lot of punishment but they tire easily. 

England. Possessed of a great deal of energy, they have a lot of technical ability. 
They've got two strong players, James and Henry. 

Iceland. They grow them very strong up north. Helgi has the highest single 
energy rating of any player in the competition, although he can't throw a 
breaking ball to save his life. 

China. Very quick, with strong consistent defense. In fact they are well 
balanced across the board. 

Japan. A very powerful team at all positions, the weak point—if there is 
one—comes because the players tend to defer to the star, Fuji, who is very 
strong and has a great arm. 

Kenya. Nearly all strong throwers, Taha is very tough. 

USSR. These guys have nearly superhuman strength, they are also all very 
strong throwers and catchers. 

U.S. Dodgeball Team. The U.S. team consists of six players, each with his own 
special ability. But you've got to like Sam, a truly spectacular player. Here's 
your team: 

Sam Powers. Team Captain, with a tremendous amount of physical stamina 
and solid throwing power. 
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John Stone. A durable guy, he can take the most punishment of all of the 
players. 

Mike Knopfler. The best receiver on the team, he’s pretty agile. 

Randy Sting. Has a wicked breaking ball. 

Bill Flash. The quickest and most agile player. 

Steve Sato. The master of the special Power Shots. 


You can learn about the specific power ratings for each of your players, as 
well as the opponents in the section on Ratings that follows. 


CONTROL PAD 

Arrows: Move the player Up, Down, Left or Right. Press the arrow once to 
make the selected player walk, tap it twice to make the player run in the 
direction you have chosen. 

“А” BUTTON: When on offense, passes the ball. When on defense, ducks from 
the thrown ball. Also used to select a position. 

“В” BUTTON: When on offense, throws the ball. When on defense, catches 
the ball. Also used to Undo a selected position. 

“A” and “B” BUTTONS: Makes player jump. 


SPECIAL MOVES 
MOVING ON THE COURT 

Walking: Press the arrow in the direction you want the player to move. 

Running: Press the arrow twice in the direction you want the player to run. 

Jumping: Press the “A” and “B” Buttons together. 

THROWING THE BALL 

Throwing: Face the player with the ball in the direction you want him to 
throw, and press the B button. 

Running Throw: Press the arrow pad twice in the direction you want the 
player to run, and then press the B button to make him throw the ball. 

Running Jump Throw: Press the arrow pad twice in the direction you want 
the player to run, then press the “A” and “B” Buttons together to make 
him jump and then press the B button to make him throw the ball. 

CATCHING 

Catching: Face the direction of the oncoming ball and press the B button 
when the ball is near. 

Jumping Catch (Interception): Face the direction of the oncoming ball, 
press the A and B Buttons together to make the player jump and then 
press the B button to catch the ball when it is near. 

Picking Up the Ball: Go to the ball and press the A or B button. 

PASSING 

Passing: Face the player with the ball toward the player you want to pass to, 

and press the A button. 
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Jumping Pass: Face the player with the ball toward the player you want to 
pass to, press the “A” and “B” Buttons together to make him jump and 
then press the A button to make him pass the ball. 

EVASIVE MOVEMENTS (DEFENSE) 

Ducking: Press the A button to try to duck under an oncoming throw. 

Jumping: Press the “A” and “B” Buttons together to try to jump over an 
oncoming throw. 


NUMBER OF GAMES 
There are three game modes in the cartridge. They are 


World Cup Play. You control Team USA against an opponent coached by the 
computer. 

Versus Play. Allows you to play head-to-head against a human opponent. 

Bean Ball. A practice session for one or two players. There are no rules, just a 
free-for-all with a ball. 


NUMBER OF LEVELS 
You can play an Easy, Normal or Difficult version of any game. 


GAME MODES 
World Cup Play. When you select World Cup Play, you will see a Pre-Game 
Screen with the name of your opponent. While this screen is displayed, you 
can press the Select button to see statistics—first on your team and then on 
your opponents. Press the button a third time to return to the Pre-Game 
Screen. 

The Change Position Screen allows you to select players; press the A 
button or the Start button if you want to accept the suggested lineup from 
the computer. To make your own choices, use the arrow keys to identify the 
players you want to use and press the A button to select. The first three 
players will be placed on the inner court and the last three on the outer court. 
To change your mind, use the arrow keys to identify a player and press the 
B button to erase the selection. Press the A button or the Start button to 
begin the game. 

The object of the gameis to throw the ball at your opponents on their Inner 
Court. Each time you hit them or knock them down they will lose some of 
their energy; when all is gone they will be out of the game. Each team has 
six players, with three stationed on the Inner Court and three on the Outer 
Court. Obviously, one good strategy is to pass the ball from your Inner Court 
to a teammate on the Outer Court for a close-in shot at the other team. 

Versus Play. The first display in this mode is the Team Selection Screen, Use 
the arrow keys to select one of the nine teams, and then press Start to move 
on to the next screen. 

Next youmove to the Change Position Screen, the same as displayed under 
World Cup Play. Press the A button or the Start button to begin the game. 
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The rules of the game are the same as for World Cup Play and the same 
court is used. 

Bean Ball. The first display in this mode allows you to enter one or two human 
players into the practice session against computer-directed opponents. Use 
the arrow keys to move the onscreen cursor between the one-player or 
two-player options. Bean Ball is played on an open court. 


PLAYER RATINGS 
Each player on your team and your opponents has a set of power ratings. Here 
are the categories: 


Energy. A rating of total physical staying power. 

Throw Power. Total offensive power, it is an indication of how much damage 
you can do to your opponents. 

Throw Technique. The ability to make good throws. 

Ball Break. The amount of curve the player can put on a throw. 

Agility. The player’s quickness. 

Catch Technique. The player’s ability to make great catches. 

Damage Capacity. Total defensive power, it is an indication of how much 
damage can be received before there is a loss of energy. 


The manual includes full listings for all six teams. We'll list three of the teams 
here as examples, the U.S. Dodgeball Team, its arch enemy, the super Soviet 
Team and the weak sister of the tournament, the team from India. Check out 
Sam against Boris, and for that matter, any of the other Soviets: 


U.S. Dodgeball Team 
SAM JOHN МІКЕ RANDY BILL STEVE 


Energy 40 28 28 32 32 36 
ThrowPower 12 7 1 8 8 9 
Throw Tech 9 7 7 8 8 9 
Ball Break 7 9 9 12 9 8 
Agility 1 8 9 8 12 7 
Catch Tech 8 9 12 8 7 
Damage Tech T 12 8 T 7 
TOTAL 90 80 80 82 84 83 
Soviet Dodgeball Team 

BORIS IVAN PAVEL IGOR VOLF YAKOV 
Energy 60 56 56 56 56 56 
ThrowPower 15 12 12 12 12 12 
Throw Tech 8 8 11 8 8 8 
Ball Break 8 8 8 n 8 
Agility 7 7 7 10 7 7 
Catch Tech 11 14 п п n n 
DamageTech 10 10 10 11 10 13 


TOTAL 119 115 115 116 115 113 
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India Dodgeball Team 

RAJIY SWAMI ВАТА KUMAR ZAIL AKBAR 
Energy 20 16 16 16 16 16 
Throw Power $ 6 6 6 
Throw Tech 7 1 7 1 7 10 
Ball Break 10 10 10 10 13 10 
Agility п п 14 11 11 11 
Catch Tech 5 5 5 8 5 5 
Damage Tech 13 16 13 13 13 13 
TOTAL 15 т т т т т 

POWER SHOTS 


Most players—and especially each team’s star—have special “Power Shots” 
that pack a special punch. You’ll have to discover how to unleash this special 
effort for each player. 


The Blaster. Sam (Team USA). A straight shot with extra oomph. 

The Upper Cut. Jack (Pro All-Stars). Straight in, and then when it hits the target 
the ball—and your opponent—rise up in the air. 

The Wave. James (Team England). Surf’s up; this shot comes in like a wave 
and smashes the opponent down. 

The Stinger. Rajiv (Team India). It buzzes around the target like a bee before 
coming in for a sting. 

The Warp. Helgi (Team Iceland). Where did it go? The ball will disappear for 
a moment and then reappear in front of Helgi’s opponent. 

The Breaker. Wang (Team China). Like a major league curve ball, it flies 
straight in but suddenly changes direction and slams into an opponent. 

The Boomerang. Үсті (Team Kenya). Missed me! Oops . . . here it comes 
again. 

The Compressor. Fuji (Team Japan). Thrown so fast, the ball shrinks down to 
atiny sphere. 

The Accelerator. Boris (Team USSR). It just gets faster and faster and 
faster.... 

The Spear. Various players. A very powerful throw that hits and goes through 
an opponent. 

The Psycho. Various players. Spins so fast it looks like it becomes several balls. 

The Lightning. Various players. It shoots straight up and then straight down. 

The Sidewinder. Various players. It zips back and forth on its way to the 
opponent. 


Super Dodge Ball is a trademark of Technos Japan Corp. © 1989 Technos Japan Corp. CSG Imagesoft 
and Imagesoft are trademarks of CSG Imagesoft Inc. 
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Top Players' Tennis" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


This is, at heart, a relatively simple game. So is tennis, when you're watching from 
the stands. But just as the true tennis fan appreciates the game because he realizes 
the depth of skill and experience that goes into every volley, so too the contestant 
in Top Players' Tennis has to admire the technical sophistication included in this 
game pak. 

To begin with, the quality of game play in Top Players' Tennis is very high. The 
onscreen player responds extremely well and very predictably; the sound effects 
of the ball hitting racket and other tennis noises are nicely done and the game 
includes record-like quality voices announcing the score and foot faults, lets, break 
points and set points. 

Top tennis stars Ivan Lendl and Chris Evert have loaned their names and images 
to this game, which adds a bit of realism. You can type in your own name to fulfill 
your tennis fantasy if you want to see your name up on the scoreboard at 
Wimbledon playing Lendl or Evert, or you can choose one or the other as your 
partner in a game of doubles. 

The doubles game is even more impressive than the singles version. You can 
team up with a second contestant, with each of you controlling one player in 
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doubles against the computer, or each of you can control two players in head-to- 
head competition. 

And, if you use the Nintendo Satellite controller, as many as four players can 
compete. Each player can control one tennis player in a doubles competition. 

If youthink you could use a few pointers from Ivan Lendl or Chris Evert, they're 
always just a button push away with some advice. 

We looked at a preproduction copy of the game and a prerelease manual. 


MANUFACTURER: Asmik / (213) 627-4783 
NUMBER OF PLAYERS: 1, 2, 3 ог4 


CHARACTERS 

Chris Evert grew from a child phenomenon in pigtails to one of tennis’ most 
enduring women stars. She retired at the end of the 1989 season. Ivan Lendl, a 
Czechoslovakian emigre, is one of the stronger players on the current circuit. 


CONTROLLER 1 
Player 1 in singles competition against the computer or against another human 
player. Player 1 or Players 1 and 2 against the computer or human players in 
doubles competition. 


CONTROLLER 2 
Player 2 in singles competition against another human player. Player 3 or 
Players 3 and 4 against another human or against two human players in doubles 
competition. 


CONTROL PAD 
Arrows: Moves the player or players around on the court. 
“A” BUTTON: Service: Tosses the ball up in the air. Press a second time for 
a fast serve. 
Volley: A ground stroke or smash. Holding the button down will result in a 
harder swing. 
“В” BUTTON: Service: Tosses the ball up in the air. Press a second time for 
a slow serve. 
Volley: Hits a lob. 


STATUS SCREEN 
When you display the scoreboard for the game, you can choose from the 
following options: 


Advice. Select this option and press the A button to hear some general advice 
from Evert or Lendl. Some of the advice is more technical than others. 

Status. This screen will show you your standing in the tennis rankings and 
disclose your current Strength Categories. The categories are: Strength. The 
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more points, the faster your shots will travel; Speed. The higher the score, 
the more speed you player has on the ground; Agility. Acceleration and 
quickness; Stamina. Expendable physical energy for Strength, Speed and 
Agility; Skill. Increases your ability to get shots at difficult angles; Ball Spin. 
Increases the spin; Focus. Expendable mental energy for Skill and Ball Spin; 
Miracle. Miracle power needed for Miracle Shots; Ranking. Information on 
your standings in the Asmik league; Password. The password to store away 
the current player’s profile, including earned points. 


NUMBER OF COMPETITIONS 
5 different championships. You must win the Asmik Open to qualify to play in 
four major tournaments: the Australian Open, the French Open, Wimbledon and 
the U.S. Open. 


STARTING THE GAME 
When you first begin the game, you enter into the Play Mode Select screen. 
Here you have the following choices: 


Singles (New). In a new game, you choose a player, from Evert, Lendl, Boy or 
Girl. Of you choose the boy or girl, you will be given the opportunity to enter 
a name for the player. Use the arrow keys to select the letter; press the A 
button to begin the game. After you have selected and named your player, 
you can allocate your available Power Points to customize the player. See 
the Strength Categories listed in the Status Screen information above. 

Singles (Continue). You can choose to play a game using the profile of a player 
you have used in a previous game. To do so, you will need to enter the 
password you obtained during a previous singles match. Use the arrow keys 
to identify the letters and characters for the password and press the A button 
to select them. Press the A button to begin the game. 

Singles (1P vs 2P). In this version of the game, each contestant will choose his 
or her own player and compete head-to-head. 
Doubles (1P and Computer vs. Computer) 
Doubles (1P and 2P vs. Computer) 
Doubles (1P and Computer vs. 2P and 2P) 
Doubles (1P and 2P vs. 3P and 4P) 


In these matches, you select your player (or continue the profile of an earlier 
player) just as you do in the singles game. Your last selection is the choice of a 
tournament between the Australian Open, the French Open, Wimbledon and the 
U.S. Open. 

Move the onscreen cursor up and down the list and then press the Start button 
to begin play when you have highlighted the mode you want. 

Before the game starts, you’ll see a display telling you where the tournament 
will take place and the tournament's bracket. You’ Il also learn your opponent's 
Statistics and see the scoreboard with your name up in lights. 
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RULES OF THE GAME 
The rules of this game follow the standard regulations of tennis. See the section 
on rules for Game Boy Tennis in this book for details. 


PLAYING THE GAME 
Your ball must land within the “chalk” lines indicated on the screen in your 
opponent's court. If your ball goes out of bounds, the umpire will declare it 
“Out.” 

To serve the ball, press the A or B buttons to toss the ball in the air and then 
press the A button for a fast serve or the B button for a slow serve. You must 
time your swing so that you do not hit the ball too low (into the net) or too high 
(out of bounds). 

When you serve, you must hit the ball from behind your service line into the 
receive serve area of your opponent, diagonally across the court. If the ball does 
not land in the service area, the umpire will declare a “Fault.” You are allowed 
only one fault per serve; a second fault will cost you a point. If your service hits 
the net and continues into the opponent’s service area, it is called a “Let” and 
the serve must be done over without penalty. If the ball hits the net and does not 
go over, or lands outside of the service area, it is a “Fault.” 

At the completion of each odd-numbered game (1, 3 and 5 in most sets) the 
players change sides. 


CONTROLLING YOUR SHOTS 
You can control the strength and direction of your ground strokes. 

When you hit the ball in the ground game, holding down the A button will 
result in a stronger stroke; a tap of the A button will result in a short chop. 

In a forehand stroke, if you strike the ball directly in front of your body, the 
ball will go to the left; if the ball is struck from behind your body, it will move 
to the right. If you strike the ball too late it will fly into the net. If you hit the 
ball too close to the body, it will head to the left; if you reach too far to hit a 
ball, it will fly to the right. 

For a backhand stroke, all of the above directions are reversed. 

You can adjust the strength of your swing for lobs in the same manner. 
Holding down the B button will result in a stronger lob stroke; a tap of the B 
button will result in a short chop. 


FANCY SHOTS 
You can apply top spin, side spin or down (slice) spins to your returns by 
pressing one of the arrow keys at the same time or just after you press the A or 
B buttons. 

Topspin (also called overspin) sends the ball over the net on a higher flight; 
it will drop sharply and then bounce high. A slice or underspin makes the ball 
float, losing forward speed and then dropping intoa low bounce. Sidespin makes 
the ball curve in the direction of the spin. 
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MIRACLE SHOTS 
As you play, you can earn Miracle Points, which can be used in making Miracle 
Shots in your serve or returns. To use a Miracle Shot, press the A and B buttons 
together with arrow keys as indicated. The shots are 


Miracle Return. The player will dive for the ball and make some pretty 
incredible saves, or even sends the ball back over the net without touching 
the ball. Up/“A” and “В” Buttons. 

Miracle Lob. Sends the ball waaaay up into the sky. It will disappear from 
sight, but will reappear to surprise your opponent. Down/“A” and “B” 
Buttons. 

Miracle Spiral. Sends the ball on a twisty, turny path. Left or Right/“A” and 
“B” Buttons. 5 

Miracle Split (Miracle Mirage). Makes the ball seem to split into many pieces. 
Up-Left or Down-Right/“A” and “B” Buttons. 

Miracle Speed. A superfast return. “A” and “B” Buttons. 


CHARGING THE NET 
You can send your player right to the net to try to smash a ball; this will work 
best if you think your opponent will not be able to smash or lob the ball over 
your head. Be careful not to hold down the A button too hard or your return 
will go out of bounds. 


POWER PLAYER HINTS 
If you miss your first serve, the conservative route to try to avoid missing the 
second and losing the point (called a Double Fault) is to go for an easy, slow 
serve using the B button. 

You can vary the strength of your ground strokes and volleys by the amount 
of time you hold down the A button. One place this is particularly effective is 
when you are at the net; try just tapping the A button for what tennis players 
call a “feathered drop shot.” What this means is that the ball will fall over the 
net like a dead turkey. 

You can use Miracle Shots during your serve, but be sure to move as far back 
as you can before you hit the ball. 


Top Players’ Tennis is a trademark of Asmik Corp. of America. © 1989 Asmik Corp. of America. 


Game Show Hits! 


What is left in Nintendo’s unending quest to take over your television set? Why, 
to take over the television industry, of course. 

In this chapter, we’ll look at six adaptations of TV game shows. They’re all 
surprisingly good, at least until you’ve played them enough times to have memo- 
rized all of the answers. 


Anticipation™ 
AGE: 6 to Adult 
DIFFICULTY: Novice-Apprentice 


Party time! This is one of the best game show games for the Nintendo. 

Like many good games, Anticipation is much easier to describe than to play. 
Basically, your goal is to guess—and then spell—the subject of a drawing being 
created on screen by an electronic pencil. 

You can compete against the computer, but we think this game is best played in 
a crowded room at a party. Turn the lights down low, the Nintendo up high and 
gather around. 

We’ ve given this game a low age rating since the easiest level of the game could 
be played even by some very young children, although they will likely need an 
adult to help with spelling. 


MANUFACTURER: Nintendo / (206) 885-7529 
NUMBER OF PLAYERS 


1 to 4. There must be at least one human player; you can choose to include 
computer opponents or human opponents, with a maximum or four players. 


CHARACTERS 
You are the captain of the Shoe, Trumpet, Teddy or Ice Cream Cone team. 
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CONTROLLER 1 
Player 1 in single-player game. Use the A or B button to choose to answer the 
puzzle. 
Players 1 and 2 in three-player game. Player 1 uses the arrow pad to choose to 
answer the puzzle; Player 2 uses the A or B button to choose to answer the 
puzzle. 


CONTROLLER 2 
Player 2 in two-player game. Player 2 uses the arrow pad to choose to answer 
the puzzle. 
Players 3 and 4 in three-player game. Player 3 uses the arrow pad to choose to 
answer the puzzle; Player 4 uses the A or B button to choose to answer the 
puzzle. 


HOW TO PLAY 
Your first assignment is to tell the computer how many players are competing. 
You can play by yourself, or with as many as three other human or computer 
opponents. Next you will select a level of play. 

Once play begins, you will see a display made up of dots (in the lower levels) 
anda big crayon that will slowly begin to fill in the outlines of an object. Look 
to the word at the top of the screen for the category for a hint. 

As soon as you think you know what the puzzle is, press your indicator button. 
The drawing will stop and you will now have 25 seconds to move the onscreen 
cursor to select the letters to spell the word for the picture on screen. You must 
spell the word correctly, moving from left to right, and you are only allowed 
one mistake per letter. 

If youcorrectly answer the puzzle, you will be awarded one of the four colors 
you need to win to move on to the next level and eventually win the game. This 
is where some of the strategy of the game comes in: see Power Player Hints. 


NUMBER OF LEVELS 
At the start of the game, you will select moving a level meter between Easy, 
Medium, Hard and Very Hard settings.The difficulty of the puzzles will 
increase, depending on the setting, but to make things even more challenging, 
there will be fewer dots in the upper levels and no dots at all in the Very Hard 
setting. 

On some of the most difficult challenges, the spaces for the letters at the 
bottom of the screen will not appear. At the Very Hard level you will not see a 
category name, either. 

And, on the top level, you can expect Feature Squares and Drop-Out 
Squares on the game board screen that can set you back in your attempt to win; 
you'll have to keep an eye on the value of the die on screen to avoid landing on 
an unfortunate square. 
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TIMING 
You will have 25 seconds to correctly solve a puzzle once you have pressed 
your button to take a try. 


| ALWAYS WANTED TO KNOW 
How come the computer opponent is so quick to jump in on some puzzles? 
Because he (it) cheats. The computer knows the answers, but the program 
randomly lets it “guess” correctly or incorrectly on some puzzles. As we’ve 
said, this game is really at its best as a party game with human opponents. 


POWER PLAYER HINTS 
In order to advance to the next level of the game, you will have to solve puzzles 
in each of the four colors: Red, Blue, Green and Yellow. It won’t do you any 
good to solve four Green puzzles, for example. 

The first thing you need to do is take a good look at the Game Screen when 
it appears. See which colors you have solved (they will appear as filled-in 
boxes). Next see how many spaces there are to the color or colors you need. 

Now, at the same time as you try to guess the puzzle, you'll have to keep your 
eye on the value of the die along the right side of the puzzle screen. The die will 
keep flipping during the course of the game. Your best move is to press the 
button on the controller when you know the answer and when the value of the 
die will move your piece to the next color you need. (The die goes up to 6, and 
there are just 4 colors, so a 5 is the same as a 1 and a 6 the same as a 2.) 

But wait! You may know the answer, but the die may be on the wrong value 
. .. but you think your opponent is about to make a guess, and it is a color he 
can use. In this case, you may want to guess anyhow to deny him a point. 


Anticipation isatrademark of Nintendo of America Inc. © 1988 Rare Ltd. © 1988 Nintendo of America Inc. 


Hollywood Squares" 


AGE: 8 to Adult 
DIFFICULTY: Novice 


At last! The television game show that relies on the collected wit and wisdom of 
some of Hollywood's dumber blondes (male and female) comes to the Nintendo 
system. 

It's Hollywood Squares, of course. This is an adaptation of Tic-Tac-Toe, with 
contestants winning the right to inscribe their X or O by determining if the answer 
given by the "celebrity" in the box is correct or incorrect. 

Just as in the television version, the celebrity will first fire off a clever ad lib, 
right from the script. Then he or she will offer an answer to some trivial question 
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and you will get to agree or disagree. If you like the wisecracking style of the TV 
original, you’ll find the same flavor in the NES version. 

For example, “A llama does something unusual when he is angry. What is it?” 
The answer, given by the celebrity in the center square, was “He swears in 
Spanish.” Of course, the correct answer is “He spits.” You knew that, right? 

Our favorite wisecrack was this one: “Who would use something called a Half 
Nelson or a Full Nelson?” The smart answer: “Mrs. Nelson.” 

Gametek has established a subspecialty within the Nintendo game marketplace, 
offering a line of television game show-based cartridges. 

Each of the games is remarkably faithful to the television original. At the time 
of publication of this book, we were able to look at Wheel of Fortune, Jeopardy 
and Hollywood Squares, which you will find reviewed. We were also able to work 
with prototypes of Junior Editions of Wheel of Fortune and Jeopardy, aimed at 
players from about age 7 and up. 

Other titles due from Gametek include Super Password, the venerable word 
association game; Classic Concentration, a test of memory and logic, Card Sharks, 
The Price is Right, and Family Feud. Also due is a Nintendo version of the kids’ 
television game show, Double Dare. 


MANUFACTURER: | Gametek / (305) 935-3995 
NUMBER OF PLAYERS: 1 ог2 
CHARACTERS 


You play yourself, and even get to choose your onscreen appearance. Here's 
your chance to look like Tina Marie or Zsa Zsa, and act just as dumb. 
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CONTROL PAD 
Arrows: Used to move the cursor for entering your name at the start of the 
game, and used to move the cursor between your big choice: “Agree” or 
“Disagree.” 
“A” BUTTON: Enters your selection. 


PLAYING THE GAME 
Your first big decision is to choose the one or two-player game. If you play by 
yourself, the computer will put up a relatively dumb opponent for you. Next 
you choose an on-screen character to represent you and then enter your name— 
only 4 letters allowed. 

In the game itself, if you answer the question correctly, your X or O will be 
place in the square. If you answer incorrectly, your opponent will win the square. 
The same applies when it is your opponent’s turn. 

The difference between this game and ordinary Tic-Tac-Toe, therefore, is 
that you cannot merely claim a square but must win it. Thus, you may be in the 
position of winning or losing two squares in a row. You cannot win or lose by 
default, though. You or your opponent must correctly respond to a celebrity’s 
answer in order to win. 


NUMBER OF GAMES 
The first player to win three competitions wins the match and gets to select a 
key and try to fit it into the lock of one of the shiny cars on the screen. 

As with other Gametek television games for the Nintendo, the questions are 
randomly selected from a database of several hundred possibilities. Sooner or 
later you will begin to see repeats; if they come sooner rather than later, you 
can reshuffle the deck by pressing the Reset button on the control deck and 
starting over again. 


TIMING 
You have 10 seconds to make up your mind for each square. 


POWER PLAYER HINTS 
Tic-Tac-Toe champions always try to go for the comers first. Go for top left, 
top right and one of the bottom corners and in the process open up three different 
ways to win. 


Hollywood Squares is a trademark of Century Towers Productions. © 1986, 1988 Century Towers 
Productions. Game pak © ® 1988 Gametek/IJE Inc. 
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Jeopardy! " 
AGE: 10 to Adult 
DIFFICULTY: Novice 


nmmmm 
л ъа ані 


HARK | SOUP ковуй [ror EHIE PE р 
TRAEN FERGS Per €p” [EJ SARE 
Т? 


7—7 


TESSA CHDGOSE CO CTE 
MARK THE KN 


“One of television’s all-time game show champions, contestants are given the 
answer and must come up with the question.” 

BUZZ! 

“What is Jeopardy!?” 

Correct. And now Jeopardy! is inside a Nintendo game pak in a very faithful 
rendition of the TV original. 

The Jeopardy! game is one of the more intellectual of television’s game shows. 
Contestants select a category and a betting level (from $100 to $500 in the basic 
game and $200 to $1,000 in Double Jeopardy!). The answer is revealed, and then 
the first contestant to hit his buzzer gets the chance to ask the question that matches 
it. For example, a question might read, “Their motto was ‘All for One and One for 
АП?” The question would be, “Who were the Three Musketeers?” 

You can even select the on-screen image you'd like to see. You want to be a 
willowy blonde? A handsome dude in a business suit? A strange creature from 
under a rock? Pick one that fits the way you feel today. And there is even a Nintendo 
rendition of the Jeopardy! theme song. 
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MANUFACTURER: | Gametek / (305) 935-3995 
NUMBER OF PLAYERS: 1 юз 


CHARACTERS 
You, playing against two human or computer-controlled opponents. 


CONTROLLER 1 
Player 1. In a 3-player game, Player 1 and Player 3 share Controller 1. 


CONTROLLER 2 
Player 2 in a 2-player game. 


CONTROL PAD 
Arrows: Use the arrows to move the on-screen cursor to enter the characters of 
your name at the start of the game. 

Once the game is underway, Player 1 and Player 2 press the center of the 
arrow control pad on their controllers if they want to try to make a guess for 
the Jeopardy! answer. (Player 3 presses the A or B buttons on the controller 
shared with Player 1.) 

Finally, the arrow keys are used to move the on-screen cursor to enter the 
question that matches the Jeopardy! answer. 

“A” AND “B” BUTTONS: Used by Player 3 to grab a chance to make a guess 
at the Jeopardy! answer. 

The buttons are also used by all players to lock in a selection of a letter 
for character names and guesses. 


NUMBER OF QUESTIONS 
According to GameTek, there are thousands of questions and answers in the 
Jeopardy! database in the game pak. The categories and questions are randomly 
selected for each game; it is possible that repetition will occur. If you want to 
“reshuffle” the file, press the Reset button on the control deck to start a new 
game. 


NUMBER OF LEVELS 
There are three levels of difficulty, from 1 (Easiest) through 3 (Most Difficult.) 
The level is selected at the opening screen by Player 1. 
You will start the game in plain old Jeopardy! , move on to Double Jeopardy! 
and end up in Final Jeopardy! 


HOW TO PLAY JEOPARDY! 
Contestants are given 10 seconds to decide if they want to make a guess; once 
they have been recognized, they are allowed 40 seconds to enter the question 
using the on-screen cursor. 
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In the television game, the contestant would call out his question. In the 
Nintendo game version, the contestant who buzzes first enters into a screen with 
a typewriter-like character display. The player must move the on-screen cursor 
and select letters to spell out the question. 

If your question is correct, you will be awarded the amount of money you 
have wagered; if your question is incorrect, that amount will be subtracted from 
your current winnings. The other players are then given an opportunity to bet 
they can come up with the question for the answer. (The loser in a particular 
round cannot try again.) 

Play continues until the board is completely cleared of answers. 

Hidden under one of the 30 windows is the Daily Double. The player who 
selects that particular square automatically gets to try that question. If you have 
winnings, you will be allowed to wager any amount up to the amount you have 
won; if you have no winnings, you can choose any amount up to the maximum 
of the game you are now playing ($500 in Jeopardy!, and $1,000 in Double 
Jeopardy!) If you come up with the correct question, you will win the amount 
wagered; if your question is incorrect, you will lose an amount equal to your 
wager. 


TIMING 
Contestants are given 10 seconds to decide whether they want to attempta guess. 
They then are given 40 seconds to enter their question; on longer questions, this 
can become a tight race against the on-screen clock. 


DOUBLE JEOPARDY! 
After the Jeopardy! board has been cleared, you will enter into the Double 
Jeopardy! competition, which is just like Jeopardy! except that the amount of 
money for the bets has been doubled. There are two Daily Doubles hidden on 
the board. The player with the lowest dollar winnings in Jeopardy! gets to start 
the Double Jeopardy! round. 


FINAL JEOPARDY! 
The ultimate competition in this game is Final Jeopardy! Admission to this 
round is limited to those players who have winnings; if you “оме” money to 
the bank, you’ll have to sit on the sidelines and kibitz like most television 
viewers. 

In Final Jeopardy, all players are given the opportunity to come up with the 
question to match a single answer. Before the question is displayed, though, 
each player must make a bet. The amount of the bet can range from 0 to all of 
the money won in the game thus far. 

To play fair in this game, other contestants are supposed to look away from 
the screen when opponents make their bets, and again when opponents are 
entering their answer. 
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After all three players have made their bets and entered their guesses, the 
moment of truth arrives and one by one the bets and the guesses are displayed. 
Winners get the amount of their bet added to their totals; losers have the amount 
of the bet subtracted. 


I ALWAYS WANTED TO KNOW 
Okay, I give. What do the five rings of the Olympic symbol stand for? The five 
continents. Didn't everybody know that? 


POWER PLAYER HINTS 

First of all, be careful with your spelling. Although the game will accept many 
near-misses in spelling, it will also reject some reasonable guesses. For example, 
one of the answers we faced in a “Nuts to You” category was about a 1929 Marx 
Bros. Hit. We entered, “Coconuts” but lost the round because the program 
wanted “‘Cocoanuts.” Also be careful to be precise and complete: we entered 
*Musketeers" to one answer, and lost a round because the game wanted the full 
"Three Musketeers." 

Take care if the question includes a number. Use the numeric characters or 
spell out the number. 

If the question calls for a pair of words or names, enter the most commonly 
seen order. For example, enter “Abbott and Costello" and not “Costello and 
Abbott." 

If the question is posed in the plural (*Who are,” or “What are") be sure to 
enter a plural answer. 

Spacing between words is optional (move the cursor to the spot between the 
& and the - and press A or B buttons to lock it in). If you are pressed for time, 
just ignore the spaces. 

The biggest element of strategy in this game often comes in Final Jeopardy 
when you choose the amount of your bet. If you are behind, it probably is 
worthwhile to bet your whole stake (it's only play money, right?) and hope you 
will get the question correct and the leader will bet all of his money and guess 
incorrectly. 

Itis sometimes more complex if you are the leader. Let's say you have won 
$6,000 and your nearest rival has won only $2,750. In this case, it would be 
unnecessarily risky to bet more than $400. If you were to lose that amount, you 
would end up with $5,600. If the second place contestant was to bet all $2,750 
and guess correctly, he would end up with $5,500 and still lose the game to you. 


Jeopardy! is based on the television program produced by Merv Griffin Enterprises, Inc. Jeopardy! is 
a trademark of Jeopardy Productions, Inc. O (€ 1987 Jeopardy Productions, Inc. O 1987 GameTek. 
GameTek is a trademark of IJE, Inc. O 1987 IJE, Inc. 
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Jeopardy! " Junior Edition 
AGE: 5 to 10 


DIFFICULTY: Novice 
“А version of the long-running hit television game show created just for younger 
players." 
BEEP! 


“What is Jeopardy! Junior Edition?” 

That’s correct, Just like the answer said, this is a game pak with the same 
entertaining and educational game the adults get to play, but with questions and 
subjects geared at players of age 7 and older. 

This is an excellent game for the family to sit and play together. Parents and 
adults should be aware that they may be called upon to assist with spelling and 
entering words; this game allows an extra 10 seconds (50 inall) forentry of guesses. 

Inanice touch, the game has been altered so that the faces of the contestants are 
those of young boys and girls. 


MANUFACTURER: | Gametek / (305) 935-3995 
NUMBER OF PLAYERS: 1103 


Jeopardy! Junior Edition is based on the television program produced by Merv Griffin Enterprises, Inc. 
Jeopardy! is a trademark of Jeopardy Productions, Inc.© (9 1988 Jeopardy Productions, Inc. © 1988 
GameTek. GameTek is a trademark of IJE, Inc. © 1988 IJE, Inc. 


Wheel of Fortune™ 


AGE: 8 to Adult 
DIFFICULTY: Novice-Apprentice 


It’s WHEEL ...OF... FORTUNE! 

Yes, straight off the television screen and right into your Nintendo game pak, 
and then right back onto your television screen, here’s an electronic version of the 
phenomenally successful show. 

Your NES gets to play Pretty Pat Whatshisname as well as controlling an 
electronic Vapid Vanna. You get to play by yourself or with as many as three 
friends in a re-creation of the television show. 
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This is nota particularly complex game—and neither is the television show upon 
which it is based—but for some reason, Wheel of Fortune has consistently drawn 
record-setting audiences. In fact, it is the highest-rated game show in the history 
of television. 

This is a particularly faithful re-creation of the TV game including a shouted 
“WHEEL. .. OF . . . FORTUNE” from the studio audience at the start. It is not at 
all difficult to lose yourself in the image and imagine you're right up there on the 
stage with Pint-sized Pat and Vainglorious Vanna. 

We particularly liked watching Voguish Vanna vamp across the stage in her 
evening gown, demonstrating her truly amazing prowess with moveable letters. 
We wish we could do such a complex job so well! Why, if you guess the correct 
letter, Vivacious Vanna will even clap her hands for you. Imagine! 

Butseriously, we found the game to be more fun to play than to watch. According 
to the manufacturer, there are more than 1,000 different word puzzles to be solved 
in the game; the selections are chosen at random. Although there is always the 
possibility that you will end up with a puzzle you remember—there's even a very 
remote chance that you'll have the same puzzler more than once in the same 
game—we figure there's a fair amount of play time in Wheel of Fortune. Each time 
you reset the game, you reshuffle the deck. 

Gametek has established a subspecialty within the Nintendo game maksaa 
offering a line of television game show-based cartridges. 

Each of the games are remarkably faithful to the television original. At the time 
of publication of this book, we were able to look at Wheel of Fortune, Jeopardy 
and Hollywood Squares, which you will find reviewed. We were also able to work 
with prototypes of Junior Editions of Wheel of Fortune and Jeopardy, aimed at 
players from about age 7 and up. 

Other titles due from Gametek include Super Password, the venerable word 
association game; Classic Concentration, a test of memory and logic, Card Sharks, 
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The Price is Right, and Family Feud. Also due is a Nintendo version of the kids’ 
television game show, Double Dare. 


MANUFACTURER: | Gametek / (305) 935-3995 


NUMBER OF PLAYERS 
1, 2 or 3. If one player is competing against the computer, Controller 1 is 
used. In the two-player version, Controllers 1 and 2 are used. If three players 
are in the game, players 1 and 3 use Controller 1, and player2 uses Controller 
2. 


CHARACTERS 
Youand your friends. If there are less than three human players, the computer 
can generate one or two electronic opponents. 


CONTROL PAD 
Arrows: Move the on-screen cursor left or right to select letters for use in the 
game. Also used to make selections such as Yes/No or Spin/Vowel/Solve. 
“А” or “B” BUTTONS: The action button. It is used to make selections from 
letters indicated by the on-screen cursor; it is also used to start the Wheel 
spinning. 


NUMBER OF PHRASES 
More than 1,000 people, phrases, places, things and events. 


NUMBER OF ROUNDS 

Round 1 and 2: Basic “Wheel of Fortune” game play. Player 1 starts Round 1; 
Player 2 starts Round 2. Your winnings from the first round are transferred 
into the Total column of the second round, but are not considered current 
winnings. 

Round 3: The Speed-up Round. Player 3 begins. 

Round 4: Today's Big Prize. Only the player with the highest earnings gets to 
compete. 


TIMING 
Everything in this game is timed; if you choose to Solve a puzzle when there 
are a lot of letters to be filled in, you'll have to move very fast to get your 
solution into the computer before the clock runs down. 


WHEELING FOR FORTUNE 
At the start of the game, Player 1 can choose between a Spin of the Wheel, the 
purchase of a Vowel or the option to Solve the puzzle. You must make your 
choice quickly, before the timer in the lower left corner of the screen reaches 
00. 
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If you choose Spin, the famous Wheel appears on the screen. You’ll see 
(accompanied by a zippy sound effect) a moving horizontal “strength” bar at 
the top left of the screen. Pressing the A or B buttons while the bar is at the far 
right will give the Wheel a mighty spin; pushing the button when the bar is at 
the left gives it just a nudge. 

Each of the wedges of the Wheel include a value, ranging from $150 to $1,000 
in the first round, plus special wedges: 


M00. The player will lose his or her next turn. 

+00. The player gets a free spin, which can be used at once or used later on in 
that round. 

B00. The player goes bankrupt, losing all winnings from the current round. 


Next, the player is given the choice of entering a Consonant, Buying a 
Vowel or making an attempt to Solve the puzzle. 

Vowels are the most prominent sound in a word, and consist of A, E, I, O and 
U (and sometimes Y) in English-language words. 

A Consonant, broadly defined, is any letter that is not a vowel, the building 
blocks of words. 

In the word “BOOK,” for example, the B and K are consonants and the Os 
are the vowels, giving the word its character. 

If you choose to enter a Consonant, you will be able to use the arrow keys 
to move the cursor on the screen left or right to select the letter you want to try 
on the board. 

If you choose a letter that is included in the word or phrase that is in the puzzle, 
Virtuous Vanna will walk to the “wall” and turn the letters for you, ending with 
a polite little hand clap. You'll be given another spin of the wheel, too. 

If you choose a letter that is not in the word, or if you choose a vowel instead 
of a consonant, or if you are so dense that you choose a letter someone else has 
already tried, your turn is ended. 

If you want to enter a Vowel on the wall, you'll need to buy the right. Each 
vowel costs $250, and must come from winnings from the current round. 

If you think you can Solve the Puzzle, choose that option. When you select 
Solve with the arrow keys and press the A or B buttons, you’ll see another 
version of the puzzle at the bottom of the screen. Use the cursor keys to select 
the missing letters, working from left to right and pressing the A or B button 
when the letter you want is highlighted. When you think you have the puzzle 
completely filled in, move the cursor to End and press the A or B buttons again. 

You’ve got to work quickly in this part of the game, since you are playing 
against the timer. Spelling counts, too. If you misspell any part of the word or 
phrase, your guess is judged to be incorrect and the turn passes to the next player. 

But if you get it right, Vaporish Vanna will clap! 
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THE SPEED-UP ROUND 
In Round 3, the Wheel will spin all by itself at the start; the value of the segment 
in which it stops indicates the amount of money each consonant will be worth 
in that round. Each player will take turns guessing consonants and will earn the 
indicated amount of money for each correct guess. Correct vowels do not earn 
any bonus money. 

After each correct guess in this round, the player will be offered a chance to 
solve the puzzle. 

At the end of the round, the player with the highest total earnings—including 
Rounds 1, 2 and 3, gets to play in Round 4, the big enchilada. 

ROUND 4 

First, you’ ll get to choose the big prize. Selections include trips to Disney World, 
sports cars, boats and other game show-type prizes. (Before you get too excited: 
this is all just a game; Vestal Vanna will not show up at your front door with 
the keys to a Porsche if you win.) 

In the game itself, the player is shown the category for the puzzle, and then 
allowed to choose five consonants and one vowel. Move quickly, since the timer 
is running. 

Our friend VV will sashay up to the wall and turn over the letters in the puzzle 
that match your guesses, and then you will be given as many chances as are 
possible within the timed countdown to solve. 


Wheel of Fortune is based on the television program produced by Merv Griffin Enterprises. Wheel of 
Fortune is a trademark of Merv Griffin Enterprises. Copyright © ® 1987 Califon Productions, Inc. 
© (9 1987 Gametek Inc. GameTek is a trademark of GameTek, Inc. 


Wheel of Fortune" Junior Edition 


AGE: 5 to 12 
DIFFICULTY: Novice 


It's back! WHEEL.. . . OF... FORTUNE, this time in a Junior Edition. 

No, Voluptuous Vanna has not been replaced by a seven-year-old, but the word 
and phrase puzzles have been replaced by choices more suitable for a younger 
player. 

We actually would like to recommend this game, in its Junior Edition, as good 
family activity for adults to play with their children. An adult will probably have 
to help a youngster with spelling and entry of answers. 

The game itself is all but identical to the adult version, reviewed above. 
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MANUFACTURER: Gametek / (305) 935-3995 


NUMBER OF PLAYERS: 1,20r3 


Wheel of Fortune is based on the television program produced by Merv Griffin Enterprises, a Unit of 
Columbia Pictures Entertainment, Inc. Wheel of Fortune is a trademark of Merv Griffin Enterprises. 
© © 19881J.E. © 1988 Califon Productions, Inc.© (9 1989 Gametek Inc. GameTek is a trademark 
of GameTek, Inc. 


Athletic World " 


AGE: 4 to 14 
DIFFICULTY: Apprentice-Hot Dog 


Arise ye Nintendo players. Get onto your feet and start jogging, jumping, ducking 
and hopping your way to physical fitness and fun. 

Athletic World is a very creative game that lets the player use the Nintendo 
Power Pad to control a runner in five events. Where else can you learn to pilot a 
log down a raging river without getting your feet wet? 


MANUFACTURER: Bandai / (213) 926-0947 
NUMBER OF PLAYERS: 1 
CONTROL PAD 


Arrows; Used to move the on-screen cursor to the characters on screen to enter 
your name and other information. 

“A” BUTTON: Moves the blinking cursor to the right on the screen. 

“B” BUTTON: Moves the blinking cursor to the left on the screen. 


CONTROLLER 2 
The Power Pad plugs into the socket for Controller 2 and is used to control the 
on-screen actions. 


POWER PAD 
Forward Pads. Walk or run on the Forward Pads to make thé runner move 
forward. 
Backward Pads. Walk or run on the Backward Pads to make the runner move 
backward. 
Right Pad. Step to the red Right Pad to make the runner move to the right side 
of the course. If you hop on one leg on the Right Pad, the runner will hop on 
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the right side of the course and move forward. If you walk or run with your 
left leg on the Forward Pad and your right leg on the Right Pad, your runner 
will move along on the right side of the course. 

Left Pad. Step to the red Left Pad to make the runner move to the left side of 
the course. If you hop on one leg on the Left Pad, the runner will hop on the 
left side of the course and move forward. If you walk or run with your right 
leg on the Forward Pad and your left leg on the Left Pad, your runner will 
move along on the left side of the course. 

NOTE: If you step across from the Left Pad to the Right Pad, or from the 
Right Pad to the Left Pad without stepping on the Forward Pads, the runner 
will not move across the screen. You must first step on the Forward Pads. 

Crouch Pads. One of the trickier parts of the game, you can make the runner 
crouch down to go under barriers by pressing the left and right Crouch Pads 
while keeping both feet on the Forward, Left or Right Pad positions. 

Jumping. If you jump up from any pad, the runner will also jump in the position 
he is in. 


NUMBER OF EVENTS 
5. Each one presents a different type of athletic challenge. The events are: 


Hurdles. A test of timing as you interrupt your run to jump over barriers. 

Animal Trail. A contest that requires agility as you dodge animals that can trip 
you as you run. 

Dark Tunnel. A game of endurance, requiring intense effort to climb slippery 
inclines. 
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Hop-a-Log. A test of dexterity and timing, as you try to jump from log to 
platform without going for an unintended swim. 

Rafting. A contest of concentration and physical condition, as you must run, 
jump or drop to your hands and knees to scoot under obstacles. 


NUMBER OF COURSES 

Training Course. You can choose to go into training for any of the field events. 
Choose the one you want by pressing the Select button until itis highlighted, 
and then press the Start button. 

Beginner Course. An automatic progression through all five events. 

Expert Course. A continuous cycling through all five events, within a preset 
time limit. Obstacles including fish, frogs and moles will appear on the 
courses starting with the second round, and as the game goes on the distance 
to the goal will become longer. Some of the day events will move into the 
night as well. 


TRAINING TIPS 

The Hurdles. Keep your feet on the Forward Pads and then jump up just before 
your runner reaches the hurdle. The faster you run, the higher you will jump. 

If your runner falls, wait until he stands up before trying to jump again. If 
he is too close to the hurdle, move him back a few steps by jogging on the 
Backward Pads and then move forward. 

In the Expert Course, watch out for the mole that will burrow out of the 
ground and get in your way. The best way around the mole is to move to the 
left or right on the course. 

Animal Trail. Change your pace between jogging, sprinting and dashing, and 
move from right to left or left to right to avoid the wild boar on the track or 
try to outrun him. 

In the Expert Course, wild boars will also come from in front of you. 

Dark Tunnel. The way to the top in this event is to keep up your speed and not 
stop running when your player comes to an incline. If you falter, your runner 
will fall and you will have to try again. You may find it valuable to back up 
using the Backward Pads and get a running start. 

In the Expert Course, bats will fly overhead. To avoid them, crouch down 
using the Crouch Pad until they are gone. 

Hop-a-Log. When you run along the dock, use both legs. When you come to a 
point where the dock and the log overlap, hop to the Left or Right Pad so that 
the runner can cross the logs by hopping on one leg. 

In the Expert Course, frogs will appear and jump at the runner. Another 
challenge comes when the log will separate from the dock and you will have 
to jump across the water. 

Rafting. Pay attention. Jump when the runner comes to a low log. Move to the 
left or right when rocks appear in the water. (Step on the Forward Pads before 
stepping on the Left or Right Pad.) Crouch down when you come to a high 
log. 
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In the Expert Course, you'll have to crouch down to avoid being hit by 
flying fish. 


TIMING 
The time limit for each course is determined by the computer based on the age 
and sex of the contestant. If the turtle at the bottom of the screen makes it to the 
goal line before you do, an event is over. 
If you do not enter your age and sex at the beginning of the game, Athletic 
World will set its time limit at the level of a 10-year-old boy. 


SCORING POINTS 

At the goal line of each of the five events, a monkey will appear with a score 
card. The score is determined by your performance within the time limit. 

You will also see a display of Athletic Ability Factors, based on a rating of 
Agility, Endurance, Reflexes, Flexibility and Concentration. 

The total score is determined by adding the Time Score and the Athletic 
Ability Factor Score, with a perfect rating being 100. 

At the end of the competition, you will be evaluated and awarded a certificate 
from the Bandai Athletic Club. 


POWER PLAYER HINTS 
Ask your parents or your doctor before engaging in any strenuous activities. 
Before playing this game, do some exercises including touching your toes and 
stretching your legs. 

Turn off the power to the Control Deck before plugging in the Power Pad. 
Take off your shoes before stepping on the Power Pad. Pay attention to the 
placement of the Power Pad. Is the pad on a surface where it will not move 
around? Are there any sharp objects under the pad? Is there anything you may 
bump into, or something that may fall when you start running? 


Athletic World is a trademark of Bandai America, Inc. O 1987 Bandai America, Inc. 


Bandai Golf: Challenge Pebble 


Beach " 


AGE: 8 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Pebble Beach is one of América's most beautiful and challenging golf courses, and 
Bandai Golf: Challenge Pebble Beach is one of the most challenging golf games 
for the Nintendo system. 
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In this game, you get to do all of the decision-making but none of the work of 
golf. You get to choose the proper club from a full bag of sticks, you get to control 
the ball’s spin and you control the swing. The computer carries the clubs around 
and worries about keeping it head down. 

There are 18-holes of golf inside this game pak, with simulations of Pebble 
Beach’s real hills, sand traps and pond and ocean water hazards. Each player can 
enter a handicap to even up the competition, and you can even elect to tee off from 
the back tee if you have particularly strong arms . . . err, fingers. 


MANUFACTURER: Bandai / (213) 926-0947 
NUMBER OF PLAYERS: 1 or2 
CHARACTERS: You are the Electronic Golfer. 


CONTROL PAD 

Arrows: Press Up and/or Down for tee, handicap, club and 1- or 2-player game 
selections from menus. Push Left and/or Right to view course, select type of 
shot, select number column in Handicap Mode and select ball direction. 

“A” BUTTON: Press to enter selections and continue to next hole. Press to 
select window for close-up view of the green. Push to hit ball, in three stages: 
Start Backswing, Start Downswing, Impact Ball. 

“B” BUTTON: Press in Course and Shot Modes to return to select window. 


HOW TO PLAY 
Your first choices at the start of the game are between a 1 or 2-player game, and 
whether both players want to start at the regular or back tee. (You cannot split 
between the two starting points.) 

Next, each player can enter a handicap, up to 36 strokes. The handicap is most 
meaningful when two players of differing abilities are competing. The next 
screen presents the tee-off view for the first hole. At the top of the screen is a 
status report. At the left you'll see that this is the Outbound 1 Hole, 335 yards 
in length with a Par of 4. At the right, you'll see a report on the wind direction. 
If you watch carefully, you'll note that it changes; a strong wind from the wrong 
direction can have a significant effect on your shot, especially for long drives 
down the fairway. Below the wind direction and speed is a report of the score 
for the 1 or 2 players in the game. 

If you press the Down or Up Arrows, the blinking on-screen cursor will move 
through three options: taking a Shot, examining the Course and looking at the 
Score. Press the Down arrow and the A button to take a bird's eye tour of the 
hole. The first scene is down the fairway. Press the A button again and you'll 
see the approach to the green. Press the A button one more time to see the green. 
Press the B button to return to the opening screen. 

Move the cursor to the bottom choice, Score, to look at the scorecard for the 
game thus far. The card lists the hole numbers, the distance from the back and 
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regular tees, the par and handicap for each hole, plus the scores for one or two 
players. 


CHOICE OF CLUBS 
The computer will act as your caddy, suggesting an appropriate club in most 
situations. Pay attention, though: there may be some times when the club just 
doesn’t make sense. 
In general, you want a wood for a tee shot, a wood or an iron for a shot from 
the fairway, an iron or a wedge from the rough or a bunker and a putter for the 


green. 
SCORING POINTS 


The worst possible score on any hole is three times par. For example, on a Par 
4 hole, strokes after 12 are not counted. On a Par 5 hole, you can do no worse 
than 15. 


I ALWAYS WANTED TO KNOW 

What are those strange comments that appear on screen at the end of each 
hole—Eagles and Bogeys and Triple Bogeys? Ah, the strange language of 
sports. An Eagle is a hole where you score one less than Par. Par, of course, is 
the expected score for the hole. A Double Eagle is an extraordinary score that 
is two strokes less than par. Going the other way, we have a Bogey, which is 
one stroke over par; a Double Bogey, which is two strokes over par, and a Triple 
Bogey, which is three over par. Finally, this game will display “???” if you come 
in with a score for a particular hole that is higher than a Triple Bogey. 


POWER PLAYER HINTS 
If you're looking for a short drive but you pull the club head back too far, just 
let go of the A button and don't hit it again. You will not be charged a stroke 
unless you actually try to make contact with the ball. 
Pay attention to the direction of the arrows on the putting greens. This shows 
the way the grass has been trimmed; the direction of the grass may have an effect 
on the passage of your ball. 


Bandai Golf: Challenge Pebble Beach is a trademark of Bandai America, Inc. O 1988 Bandai America, 
Inc. Bandai is a registered trademark of Bandai America, Inc. 
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Bomberman" 


AGE: 5 to 17 
DIFFICULTY: Hot Dog 


Li 


Here's your chance to play around in a bomb factory without really blowing 
yourself up! 

Bomberman is a robot with aconscience. He has been locked away by evil forces 
in an underground factory at the center of the earth, making bomb after bomb after 
bomb. 

But then one day, the Robot Rumor Mill passed along a report that any robot 
who could manage to escape from the factory and make it to the surface would 
become a human being. What a chance! What an adventure! 

The evil guys discover Bomberman's plan, and they try to block his escape. And 
the game begins. 

Since our hero is deep within the Earth, he obviously has to find his way UP. 
So, he begins his search for exits. The bad guys are everywhere, so Bomberman 
carries some of his own bombs with him, and he sets them to explode wherever he 
thinks he can catch one of his pursuers. If he is touched by one of them, or if he 
gets caught by one of his own bombs, he'll lose one of his lives. 
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The chase gets more and more frenetic; the bombs get more and more powerful, 
and the Bomberman gets more and more exciting. The game combines a 
maze/strategy game with arcade action. 


MANUFACTURER: Hudson Soft / (415) 495-4468 
NUMBER OF PLAYERS: 1 
CHARACTERS: You are Bomberman, a robot. 


CONTROL PAD 
Arrows: Arrows move Bomberman up, down, left or right. 
“A” BUTTON: Lays down a bomb. 
“B” BUTTON: Picks up the remote control explosion panel. 


NUMBER OF ROOMS: 50 
NUMBER OF LIVES: 3 to start 


TIMING 
There is a time limit for each room. You’ ve got to find the Exit Icon and uncover 
the door before the clock runs down and the Pontans arrive. 


SCORING POINTS 
For extra points, knock out all of the enemies on one level with just 7 bombs. 
There is also a Bonus Level, after the first five levels have been cleared. Your 
goal here is mass destruction; you can’t be hurt by your own bombs in this level, 
so put them everywhere you can. 


SECRET WEAPONS 
Bombs. The basic weapon of the maze. The explosives start out relatively weak, 
but get progressively stronger as Power-Up Panels are grabbed. 
Bricks. They can be blown apart by bombs to reveal hidden Exits and Power- 
Up Panels. 
Concrete. The solid walls won’t be damaged by the bombs; Bomberman can 
hide behind them for shelter. 
Exitways. Hidden among the bricks. 
Power-Up Panels. Hidden in the bricks in some areas are panels that increase 
the power of bombs or allow Bomberman to place more bombs at one time. 


ENEMIES 
There are 8 types of enemies, and each has his own way of moving. Here are 
the critters and the points you will earn for dispatching them: 


Valcom. A walking lightbulb-like guy. 100 points. 
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Ovape. A little ghostly guy who can go right through bricks and concrete. 100 
points. 

O’Neal. Why is a guy who looks like a walking pumpkin called O'Neal? 200 
points. 

Dahl. Haven't we seen this guy in Pac-Man? 400 points. 

Minvo. A happy, speedy face. 800 points. 

Doria. Lost in a cloud, she can also go through solid objects. 2,000 points. 

Pass. A bear of a guy and very quick. 4,000 points. 

Pontan. He's not cute as a button, even if he looks like one. These are the ones 
who come after you. 8,000 points. 


DANGER! 
The power of your own bombs increases as you progress through the game; 
sooner or later you're going to have to get in the habit of moving far away from 
one you've planted or duck around the corner and hide behind a concrete wall 
for protection. 


POWER PLAYER HINTS 
Be careful not to get trapped in a corner by your own bomb. The key in most 
rooms is to open up enough space to run around in while still leaving corridors 
to trap your pursuers and places to hide yourself. 


USING PASSWORDS 
There is a very complex password scheme here, requiring no less than 20 
characters to be entered, chosen from letters of the alphabet between A and P. 
Be careful here; if you make a single mistake, you'll have to start all over again 
with entry of the password. 

We wish it were a little easier to continue a game quickly. On the other hand, 
there is a password for every room, so you can work your way through this one 
methodically, if you can put up with the headaches that come from entering 
them. 

Use the arrow keys to select the letters you want to input, and then press the 
“А” button to accept them. If the arrow key is pressed to the right, the letters of 
the alphabet will advance in ordinary order; pressing the arrow key in any other 
direction will cause the letters to be listed in the opposite order. 


SUPER SECRET! 
Here's a simple little password that will get you into one of the intermediate 
mazes so you can see what it's like: 


HIHIMEECPCNMIHBLOBAL 


Be careful—the Bomberman carries some mighty powerful boomers at this 
stage. 


Bomberman and Hudson Soft are trademarks of Hudson Soft USA, Inc. O 1987 Hudson Soft USA, Inc. 
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BurgerTime™ 


AGE: 4-15 
DIFFICULTY: Novice-Apprentice 


150 ME B2OOOO ж SFZ 


Who needs McDonald's? You've got all of the ingredients here—hamburgers, 
ketchup, mustard, lettuce, tomatoes and bun—without the grease. 

Let’s try not to concentrate on the story line for this silly game: You are Chef 
Peter Pepper and your goal in life is to make perfect hamburgers. But you are 
constantly being challenged by a trio of bad guys: Mr. Hot Dog, Mr. Egg and Mr. 
Pickle. You can defend yourself from their nefarious approaches by luring them 
onto or under the pieces of the burger suspended in a maze. 

Instead let us note that BurgerTime is an enjoyable diversion and one that will 
have appeal to younger Nintendo players. Children as young as three or four will 
be able to enjoy the introductory screen; the upper screens of the six in this game 
can challenge apprentice players. 

BurgerTime is an old veteran of the video arcades, first appearing in coin-oper- 
ated versions as early as 1982; it is also available in personal computer editions. 


MANUFACTURER: Data East / (408) 286-7074 
NUMBER OF PLAYERS: 1or2 
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CHARACTERS: You are Chef Peter Pepper 


CONTROL PAD 
Arrows: Move the Chef Up, Down, Left or Right on the ladders and platforms. 
“А” BUTTON: Throws pepper at your pursuers. 
“B” BUTTON: Same as Button A. 


NUMBER OF WORLDS: 6 


NUMBER OF LIVES 
4 lives, 5 peppers to start. You’ll be able to pick up more peppers periodically. 
You'll lose a life if you get caught by one of the Food Foes. 


TIMING 
If you wait too long to complete a stage, your enemies will become impatient 
and become much faster. 


HOW TO CAPTURE THE BEASTIES 
Your basic offensive tool is your pepper shaker and the fact that pieces of the 
burger and bun will fall down a level or more after you run over them. 


SCORING POINTS 
You earn points by dropping a food foe down a level or more, by squashing 
one beneath a falling piece of burger or trimmings and by picking up bonus 
characters that will appear on screen. These bonuses include ice cream cones, 
cups of coffee, french fries and other edibles. 


SECRET WEAPONS 
Pepper. When you shake it, you freeze any pursuer you hit for a short while, 
allowing you to escape. 
Falling pieces of the burger, lettuce, tomato and bun. They will squash 
pursuers or make them fall down. You make a piece fall by running com- 
pletely across. 


ENEMIES: The Food Foes are: Mr. Hot Dog; Mr. Pickle, and Mr. Egg. 


POWER PLAYER HINTS: 
Don’t use too much pepper; it’s not good for your health. Save the pepper for 
the last possible moment. If you can run away instead of attacking, you'll live 
to pepper another day. 
Try running most of the way across a piece of the burger and then waiting 
for one of your pursuers to be lured onto it. Then complete your run and let it 
fall! 


BurgerTime, Chef Peter Pepper, Mr. Hot Dog and Mr. Pickle are trademarks of Data East, Inc. © 1982 
Data East, Inc. 
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Ghostbusters™ 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 
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We ain't afraid of no ghosts. We like this game. 

At the start of the game, the bank has loaned you $10,000 to start a Ghostbusters 
franchise in your town. Your goal is to earn money by providing ghostbusting 
services before the PK energy level reaches critical mass at 9,999. 

The opening scene of the game is the City Map. You're not going to be able to 
do anything about those nasty ghosts without some equipment, so you'll need to 
head directly to the Shop. 


MANUFACTURER: Activision / (415) 329-7699 

NUMBER OF PLAYERS: 1 

CHARACTERS: You are the unseen controller of the Ghostbusters. 
CONTROL PAD 


Arrows: Left and Right arrows move the Ghostbuster or car to the left or right. 
Up arrow moves the Ghostbuster up in the City Map Scene; in the Road 
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Scene, the arrow increases the car’s speed. Down arrow moves the Ghostbus- 
ter down in the City Map Scene; in the Road Scene, the down arrow slows 
down the car. 

“A” BUTTON: 
City Map Scene: Use with one of the arrow keys to enter a building. 
Shop Scene: Buy or sell Ghost-catching equipment. 
Road Scene: Sucks up loose “roamers.” 
Building Scene: Drops Traps or launches Beams. 
Stairway Scene: Keep pressing button to move forward. 
Final Scene: Launches Beam at Gozer. 

“В” BUTTON: 
City Map Scene: Tells you what is loaded in your Ectomobile. Press B 

button again to resume play. 

Shop Scene: Selects items to sell. 
Road Scene: Tells you how much money you have. 
Building Scene: Moves right Ghostbuster. 
Stairway Scene: Opens the doors on each level. 


NUMBER OF LIVES 
The game is over when one of the following happens: You run out of gas, and 
don’t have the money to buy more; You have less than $10,000 in your account 
when the Marshmallow Man shows up on the City Map; You touch the ghosts 
on the stairs three times (If you are wearing a ghost-proof suit, you can be 
touched no more than eight times.); the Marshmallow Man gets to the top of 
the building before you can destroy Gozer; Gozer wins, or you beat Gozer! 


SHOPPING 
You’ve got to have the tools to do the job right. To buy something, enter the 
shop and then use the arrow keys to move the marker to the item you want. Press 
the A button to select as many as four items, including no more than three traps. 
Available equipment, in order of cost, includes: 


Capture Trap. $1,000 to catch and store Slimers. 

Ghost Alarm. $2,000 for early warning of paranormal activity. 

Ghost Food. $2,000 to bait the stairway ghosts. 

Ghost Vacuum. $2,500 to suck up roamers. 

Capture Beam. $3,000 to freeze ghosts in midair. You've got to have one 
before you go into a haunted building. 

Super Trap. $6,000 for a bigger trap. 

Hyper Beam. $12,000 for a super laser gun. 

Anti-Ghost Suit. $20,000 for protection on the stairs. 


You'll also be able to sell off some of the equipment you've purchased, 
although you'll only receive half the price you paid. 
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To sell, use the B button to move the marker to the right (car) side of the 
screen. Use the arrow keys to move the marker to the items you want to sell, 
and then press the A button to complete the sale. 

Press the Start button to return to the City Map and resume the game. 


BUSTING GHOSTS 
As you drive around on the City Map, you'll find that some of the buildings will 
flash red as you pass them. These are the homes of the ghosts. (If you have one 
of those handy-dandy, convenient Ghost Alarms, you'll have early warning.) 

As you drive, look for yellow “roamers” on the road, and drive over them to 
freeze them. If you buy a Ghost Vacuum (highly recommended) you'll be able 
to suck up those guys and get them out of the way. 

To getto the scene of the haunting, press the arrow button toward the flashing 
red building and press the A button. 

Two of your Ghostbusters will arrive, carrying a trap. Pick a location for the 
trap, and then put it into place by pressing the A button. 

Now, you've got to try to lure the ghosts out. Move the left Ghostbuster and 
his Beam by using the arrow keys; now hold down the B button and use the 
arrow keys to move the right Ghostbuster. 

Launch your beams with the A button, and try to bring the ghosts directly 
over the trap. To control the right Ghostbuster and his beam, press the B button 
first and then use the arrow keys. Once you’ve got the ghosts over your trap, 
press the A button to grab them. 


THE TEMPLE OF ZUUL 
Sooner or later, you’re going to have to follow these guys to their home. You’ll 
know itis time when the message, “Enter Zuul Building” appears at the bottom 
of the City Map. 

When you get inside, you’ll have to climb the stairs all the way to the 22nd 
floor, which isn’t easy with all of the equipment a Ghostbuster has to carry. 
Press the A button again and again and again . . . If you have a joystick with a 
turbofire feature, this is the time to switch it to maximum. Oh yes, watch out 
for the ghosts on the stairs. 

Press the B button to open the doors at each level on the stairs and be ready 
to fight. 

On the 22nd floor, you will fight Gozer with your Beam (launched with the 
A button. Use the down arrow on the control pad to keep an eye on the 
Marshmallow Man, who is outside climbing up; if he gets to the top before you 
dispatch Gozer, you are a gooey goner. 


POWER PLAYER HINTS 
When you go shopping, start with the Ghost Vacuum, Capture Beam and 
Capture Traps. 


Ghostbusters is a trademark of Columbia Pictures Industries, Inc. Ghostbusters © 1984, 1988 
Mediagenic. Ghostbusters logo © 1984 Columbia Pictures Industries, Inc. 
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Indiana Jones and the Temple of 


Doom™ 


AGE: 6 to 16 
DIFFICULTY: Apprentice-Hot Dog 


When he is not fighting Nazis or 50-foot spiders, Indiana Jones is a world-famous 
archeologist. The story here, adapted from the movie, is that Jones is on an 
expedition in India when he finds the isolated village of Mayapore. The people 
there tell him that all of their children disappeared soon after the powerful 
protection of the Sankara Stones were stolen. 

You have set out to free the enslaved children of Mayapore and recover the 
sacred Sankara Stones with their strange powers. You locate the children in the 
Pankol Palace, where the evil High Priest Mola Ram has forced them to mine for 
precious gems. 

As Indy, you will face your basic Jones adventure, fighting through treacherous 
caverns, fiery chasms, lava pools and dark tunnels. You will face murderous 
Thuggee guards, gigantic spiders and attacking bats. If you make it through all of 
this, you earn the right to battle to the death with Mola Ram on a dangling rope 
bridge! How much more fun could you want? 
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You’ll move through caverns by climbing up and down ladders, sliding down 
chutes, riding moving conveyor belts, swinging from ledge to ledge using your 
trusty bullwhip as a vine, or by catching a ride on a mine car. 

The graphics of this cartridge are a bit more primitive than more current 
offerings; however, some of the play actions are a bit different. In any case, for 
fans of the Indiana Jones movie, this game pak does offer a good chance to jump 
into the script of a blockbuster film. 


MANUFACTURER: Tengen / (408) 473-9495 
NUMBER OF PLAYERS: 1 


CHARACTERS: 
Youare Indiana Jones, the all-purpose American hero, equipped with a bullwhip 
and a beat-up old hat. 


CONTROL PAD 
Arrows: Move Indy left, right, up or down. Arrows are also used together with 
the Select button to select a weapon. 
“A” BUTTON: Uses the selected weapon. 

You will start with a whip and later pick up guns and swords. The whip 
can also be used as a means to swing from ledge to ledge. To fly like an 
acrobat across a gap, stand at the edge facing the direction you want to jump 
and press the A button. You may find that you will need to be slightly below 
the lip of the ledge in order to wrap your bullwhip around the swing post. 

You can use weapons while falling or in a mine cart; you cannot use them 
while on a ladder or in a chute. 

“B” BUTTON: Makes Indy jump. 

Pressing the B button alone makes Indy jump down; be careful not to use 
the button in this way when you are over a lava pool or a bottomless pit. If 
you press the B button at the same time as you press one of the arrow keys 
on the control pad, Indy will jump in the direction you instruct. 

Select: Chooses between available weapons. 

Pressing the Select button and one of the arrow keys allows you to choose 
between weapons you have picked up along the way. You'll see a display of 
the chosen weapon next to Indy when you press the keys, as follows: 


Select/Up: TNT. Select/Down: Whip. 
Select/Left: Gun. Select/Right: Sword. 


PAUSE 
To pause the game and look at the Status Screen, press the Start button. The 
display will show the current score, the amount of time remaining for the current 
life, the number of weapons you have picked up, the number of children still to 
be rescued, and the number of Map Pieces not yet recovered. You'll also see a 
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listing of how many more points you will need in order to gain another 
life—extra lives are awarded with each 15,000 points earned. Press the Start 
button again to resume play. 

Another way to pause the game and remain in the action screen is to press 
the A button on Controller 2. Press the B button on Controller 2 to continue. 


NUMBER OF LEVELS: 12 
Waves 1-8 are the mines and caverns that leads to the entrance to the Chamber 
of Kali. Each wave has two rooms, and you can move between them as often 
as you would like. In each room, you'll rescue slave children and collect 
weapons and prizes. 

You are able to stockpile as many as 99 of each weapon. 

Each room in Waves 1 through 8 has a secret door hidden behind one of the 
walls of the cave. The location of the storerooms can differ from game to game. 
You'll need to blow open the door with TNT. In Waves 2, 3, 5, 7 and 8, the 
doors lead to Secret Storerooms with special prizes or weapons. 

In Waves 1, 4 and 6, the doors lead to Special Waves. The location of these 
doors are always the same, and when you rescue some of the enslaved children 
they will show an Arrow that will point to the door. Inside the Special Waves 
of Levels 4 and 6 you'll find a Secret Storeroom and cave doors that will let 
you skip the next wave. 

In Wave 1, the secret door leads to the Warp Wave, which offers direct 
access to many of the higher waves of the game. You'll find many Secret 
Storerooms and cave doors, with each door leading to a different Wave. 

Wave 9 is the Chamber of Kali, the location of the three sacred Sankara 
Stones, guarded by the Statue of Kali. You must cross the Lava River; there is 
only one path across, and it will vary from game to game. The tipoff to the 
location of the path is the largest gathering of Lava Monsters. Once you have 
recaptured all three stones, the hidden door to the Map Room will open. 

Remember all of those map pieces you have picked up along the way? The 
Map Room will display for you a chart of the six rooms that are included in 
Wave 10. Each of the map pieces you have collected (there are 25 in all) will 
be shown here; the map will be incomplete wherever you missed a piece. Look 
for the Secret Exit, marked with an “X.” There are 24 possible locations for the 
Secret Exit, and they will change from game to game—in fact, if you use Restart 
to continue the game, the location will change, too. 

You may want to make a quick set of notes about the map before you leave. 
Press the Select button when you are ready to enter into Wave 10. Once you're 
in Wave 10, look for the location of skulls, children and cave doors to find where 
you are. 

Wave 10 includes six interconnected rooms; one of them has the Secret Exit. 
If you obtained the Secret Idol in Wave 7, the Idol will appear in front of the 
Secret Exit to mark its location. You will need to use TNT to blow open the 
way to the exit, but in any event you will not be able to go through the exit if 
you have not recovered all three of the Sankara Stones. 
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Wave 11 is the Tube Wave, which leads up and out of the dungeons of Kali. 
When you reach the top you will come to a locked door; again, you will not be 
able to get through if you are not in possession of the Sankara Stones. 

Wave 12 is the Bridge Wave, the final challenge. You'll need to find the door 
to the rope bridge and then make your way across, which won’t be easy because 
old Mola Ram will try to stop you with arrows and flaming hearts. If you can 
make it across to Mola and then toss him off, you'll win the game. 


NUMBER OF LIVES 
5 to begin with; if you restart the game and return to a previous wave level, you 
will begin again but have just 4 lives. You will gain an additional life with each 
15,000 points you earn. You can also pick up an extra life in the early waves by 
collecting hats. 


TIMING 
The timer, displayed at the top of the screen and within the Status Screen, starts 
at 99 for each Wave. The clock will run faster in some Waves than in others. If 
you run out of time, Mola Ram will appear and take away any weapons or prizes 
you have gathered in the current Wave. 


SECRET WEAPONS 
There are no nuclear-powered nunchucks in Indy's world. Just the whip you 
bring into the game, and the guns, swords and TNT explosives you will acquire 
along the way. The freed slave children will give you the swords and guns, the 
TNT can be found in small caves you will open with the sword. 


Arrows. When you free some of the enslaved children, an arrow will appear 
showing the way to a Secret Door. . 

Guns. : 

Jewels. Give you extra time on the clock. 

Keys. Open locked doors to the next wave. Keys will not work in the room in 
which they are found, but are used instead in the other room in a particular 
level. 

Map pieces. Pick them up as you go along to fill in the display in the Map Room 
after Wave 9. 

Mine Carts. Go for a ride in the mines; jump in or out of them using the A 
button. Watch out to be sure that Thuggees aren't in the cart before you jump 
in. 

Oil Drums. Can be used as a barrier for mine carts. Indy can clear them out of 
the way with TNT. 

Sacred Idol. If you can recover it in Wave 8, it will help you find the location 
of the Secret Exit in Wave 10. This is not what the manual says, but, hey: 
who're you gonna believe? 
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Sankara Stones. You'll need to collect them to open the Secret Door to the 
Map Room in Wave 9 and proceed to the ending of the game. You'll find 
them at the Statue of Kali the first time. 

Skulls. If you lose a life after recovering the Sankara Stones, the gems will be 
relocated into the caverns and the rooms of Waves after the Chamber of Kali 
on top of Large Skulls. Small Skulls conceal swing posts in some location; 
expose them by shooting them with a gun. 

Smokepots. Turn one on by hitting it with a whip, and it will keep bats out of 
your hair. 

Special Key. Can be used to open any door, but can be used only once. This 
key, which is found in Wave 7, is also the only key that can be transported 
between waves. 

Swing Posts. Grab hold of one with your whip to fly across a ledge. 

TNT. Used to blow open the way to Secret Doors, solidify lava pools and 
disintegrate an enemy from time to time. 


ENEMIES 
Your Numero Uno Bad Guys are Mola Ram and his Thuggee Guards. First, the 
guards: stun them with a whip if you can. As far as old Mola, you're going to 
need all of your weapons and skills when you meet him at the end. Here are 
some other bad guys and bad things: 


Arrows. The Thuggees will shoot at you on the bridge; knock them out of your 
way with a whip, a sword or a bit of boom. 

Bats. Light up a Smokepot if you've got one. Stun them with a whip or put them 
away with the gun or sword. 

Boulders. You can’t get rid of them, but you can avoid them. 

Lava. Avoid a meltdown by jumping or swinging over the lava pools. You can 
also turn the pools into solid rock by dropping a bit of TNT into them. 

Lava Monsters. We’ ve got some good news and some bad news. The bad news 
is that these guys can be a real pain; use your gun, sword or bombs to stun 
them. The good news is that once stunned, they can be used as a path across 
the lava. 

Rats and Snakes. Yukk. Use any weapon. 

Spiders. They move in a random way. Use any weapon. 

Spikes. Stay away from these traps. Blow them up with TNT, jump over them 
when they're up or run through them when they're down. If you time it just 
right, you may be able to zip through an area with Spikes and let the Thuggees 
get caught instead. 


I ALWAYS WANTED TO KNOW 
Why does it say that yourestart the game by pressing the A button while pressing 
the Select button? It must be some kind of test. The real instruction is to press 
the A button and the Start button. 


222 Ultimate Unauthorized Nintendo Game Strategies, Volume 2 


Okay, then, why does the manual say you'll find the Secret Idol in Wave 7 
(page 6) and in Wave 8 (page 8)? Hmmm . . . you don't suppose it's not a test 
and just a mistake? You'll find the Idol in Wave 8. 


POWER PLAYER HINTS 

In early waves, grab as many map pieces and weapons as you can to stockpile 
them for later rounds. 

Look for the secret door in the Chamber of Kali that leads to a shortcut to the 
island. Use the Special Key to unlock the passageway. 

You don't have to free all of the enslaved children to win the game, but the 
only way you will earn a top score is to release them all. 

Keep an eye on the track ahead of you when you are riding the mine car. 
There may be holes in the road! Jump out and run when you need to, or lean 
left or right to change tracks. 


POWER ZOOMING 
To restart the game at the last Wave you had reached, hold down the A button 
and press the Start button. You will resume with 4 lives, instead of 5. If you 
lose all of your lives in Waves 1 through 9, you will return with all of your 
weapons and prizes. Once you pass through the Chamber of Kali, you will only 
be able to return as far as the beginning of Wave 9. 


Indiana Jones and the Temple of Doomis a trademark of Lucasfilm Ltd. (LFL). © 1988 LFL and Tengen. 


MagMax" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


MagMax is more than meets the eye. He’s a transformable robot out to save the 
human race. 

This is an “old style” arcade classic translated to the Nintendo screen. On the 
one hand, its your basic shoot-em-up in outerspace, with you against some 30 
different strange alien creatures that come at you in waves as you move from left 
to right. We’ve seen that before. 

On the other hand, or should we say “claw,” there is the fact that our hero, 
MagMax, is an interesting robot guy made up of several separate pieces. You start 
out with a transportation platform that has the ability to fire basic bullets, but you 
should be on the lookout for the other parts of MagMax scattered about in the 
playing field. Find his head and put it into place and he’s more powerful; attach 
his legs and he is stronger still, and grab that pale blue Wave Beam Gun and you’ ve 
got a close-combat force that Obie Wan Kenobie would be proud to use. 
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The story is this: Aliens have conquered the earth and have put the earthlings 
under the control of the murderous computer Babylon. The humans have developed 
the transformable robot MagMax to go forth into battle. 

You control MagMax, starting as a body part and then assembling him into a 
fully powered robot. You will travel to four worlds: the forest, desert, sea and the 
automated city. Each location has an above-ground and underground world and 
you can travel between them using the Warp Hall. 

This game is not as deep as some of the more current arcade games—it does not 
have the complexity and variation of a new product like Air Fortress—but it is a 
hypnotic and addictive game nevertheless. 


MANUFACTURER: ЕСІ / (708) 968-0425 
NUMBER OF PLAYERS: 1 ог2 players 


CHARACTERS 
You are the controller of MagMax, the mix-and-match robot. 


CONTROL PAD 
Arrows: Move MagMax Up, Down, Left, Right or on the angle between any 
of these directions. 
“A” and “B” BUTTONS: Controls the beam gun. 


NUMBER OF WORLDS 
4. Forest, desert, sea and automated city. Each world has an above-ground and 
underground level. Look for the little pools of gray or blue—these are the Warp 
Halls that transport you up or down. 


NUMBER OF LIVES 
3 to start. When the basic MagMax is touched by an enemy, an enemy device 
or weapon or an obstacle, a turn is over. However, if you have built MagMax 
up into a larger robot and it is touched by an enemy or other object, the parts 
will explode but MagMax will survive. 


SECRET WEAPONS 
The parts of MagMax you will collect are the Head, Legs and Wave Beam 
Gun. With each part comes more power and a bit of protection against enemy 
hardware and obstacles. 


ENEMIES 
There are lots and lots of things to shoot and things to avoid in this game. The 
baddest of the bad is the Gigantic Mechanical Monster Babylon, who you 
will meet very deep into the game. 
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As far as the rest of the things, we’ ve divided them into five categories: Bad 
Guy Robots, Fortifications, Identified Flying and Floating Objects, Obstacles 
and Offensive Weapons. 

BAD GUY ROBOTS 
Heavy Mobile Mechanism: Dahl. A spiky rocket that will come right at 
you. 
Heavy Mobile Mechanism: Bazarmi. Looks like a huge moving wrench, 
which is what it want to do to MagMax: wrench him. 
Investigation Mecha: Bigg. A moving spiky land mine that moves in arcs. 
Life Body: Huma. Looks like a pretzel. Moves randomly. 
Two-legged Hopping Pot: Hopper. 
Two-legged Walking Pot: Eaglam. He'll come right at you. Don’t mistake 
him for a pair of MagMax's legs. 
FORTIFICATIONS 

Floating Observation Radar: Balvara. Tries to lock in on you and fire 

shells. 

Investigation Fortress: Rick. These little radar towers sometimes hide body 

parts; they don't shoot, but they are mined. 

Marine Investigation Base: Gippo. A motionless star, it won't attack. Can 

be destroyed with the wave beam gun. 

Missile Fortress: Gilburn. Looks like a baseball in a pile of rocks. They 

don't move, but they do fire missiles. 

Mobile Base: Gaus. Stands still until you are near, and then it will dive 

straight down. 

Mobile Underground Fortress: Liser. Moves up and down. 
IDENTIFIED FLYING AND FLOATING OBJECTS 

Flying Boat: Wing Balliber. Looks like a pontoon boat, and will try to come 

up from behind. 

Flying Offensive Pot: Oja. This plate tries to sneak up behind you. 

High-speed Marine Boat: Jetler. 

Investigation Boat: Beacon. This little hot dog will dive or rise at you 

suddenly. 

Transformable Floating Body: Combatler. A mine-like object that will 

try to swoop down on top of you. 

Underground High-speed Boat: Challenger. 

Underground Submarine: Mangler. It will stop and then scoot around 
behind you. 

Underwater Investigation Boat: Bagos. Looks kind of like a pizza, but it 
wants to make pie out of you. It will stop for a moment and then blast off. 

Winged Mobile Armor: Speeder. A sneaky bird, he'll come at you in more 

than one direction. 
OBSTACLES 
Motionless Obstacle: Pot. A small building that won't attack. Can be 
destroyed with the wave beam gun. 
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Rock Icicle. Avoid hitting them, but if you can shoot it and make it fall and 
hit one of your attackers, you will score points. 

Underground and Underwater Volcano. Boom! 

Underwater Currents. Watch out for the wave signs under the surface; if 
you touch them, you'll be immobilized for a short while. 

OFFENSIVE WEAPONS 

Heavy Mobility Mechanism: Revolver. A cone-head that wants to drill 
MagMax. 

Heavy Mobile Mechanism: Sneaky. Good name for this guy, who looks 
like a metal snake. Likes to sneak up from behind. 

High-speed Airport Machinery. Looks like a little toy sailboat, but it fires 
cannonballs at you and skitters around the screen as a difficult target. 
Mobile Cannon: Sathern. It bobs up and down in the waves like a toy. 

Except that it also fires cannonballs. 
Multi-headed Cannonball. When you hit it, it will send out a spew of black 
shells. 


SUPER SECRET! 
If you keep firing at those little blue-gray buildings (the ones that don’t explode 
with the first hit) many of them will turn into body parts for MagMax, or if you 
are fully built up, will reward you with 1,000 points. But don’t get too close to 
an unexploded one—they’re dangerous. 


POWER PLAYER HINTS 
Your natural inclination is going to be to try to pull back MagMax to the left 
side of the screen to give you as much advanced warning of oncoming enemies 
as possible. However, the disadvantage to that strategy is that it leaves you with 
no maneuvering room to the left when some of the bad guys come right at you. 
We found the best position to be just to the left of center. 

Using a rapid-fire joystick gives you a slight advantage in this game. 

Your first goal has to be to pick up the other body parts for your robot. Not 
only does this give you much improved firing power, but it also extends your 
life since each hit will only reduce you by body part until you are back to the 
original piece. 

You don’t have to shoot everything in sight, either. Some of the aliens can 
be avoided. 


MagMax is a trademark of Nihon Bussan Co. Ltd. MagMax © 1988 FCI/Pony Canyon. 
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Pac-Man" 


AGE: 4 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


In the relatively short history of arcade video games, there is one undisputed Grand 
Old Man, and his first name is “Pac.” 

If there is any living person who does not know the simple game design, here it 
is: this is a maze game, where the player controls the up, down, left and right 
movements of a gobbler named “Pac-Man.” This guy likes to eat everything on the 
Screen, which is okay except that the maze is haunted by four ghosts. These guys 
like to eat only one thing: Pac-Man. 

The player moves Pac-Man around, gobbling dots, special bonus fruit and 
energizer pills; each time he eats a pill, the ghosts turn blue and Pac-Man is able 
to turn the tables and go after his pursuing ghosts for a short while. 

That's it. No shooting, no jumping, no space aliens. 

It's an enjoyable game, although it won't hold your interest for as long as some 
of the faster-paced and considerably more complex current games. Younger 
children may enjoy the lower levels. In any case, collectors of video games cannot 
be without this classic. 

Note that this is one of the unauthorized NES-compatible cartridges offered by 
Tengen. (You may find some of the earlier Tengen Pac-Man cartridges, with the 
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official Nintendo Seal, in some game stores. There is no difference between the 
games.) 


MANUFACTURER: Tengen / (408) 473-9495 


NUMBER OF PLAYERS 
lor2. In a two-person game, players alternate turns. 


CHARACTERS: Pac-Man 
CONTROL PAD 


Arrows: Move Pac-Man up, down, left or right in the maze. 
“A” and “B” BUTTONS: Not used. 


NUMBER OF LIVES 
3 to start. When you reach 10,000 points, you'll earn an additional life. 


TIMING 
You can take as much time as you can, which will probably be not as much time 
as you would like. 


SCORING POINTS 
Pac-Man would like to eat everything in sight. He eats all of the dots in the 
maze as he clears the screen; he eats energizer dots so that he can chase the 
ghosts; then he can eat the ghosts, and finally, he can eat the extra point fruits, 
which appear fora short time twice in each maze, just below the ghosts’ hideout. 
The more Pac-Man eats, the more points he scores. 


Each dot. 10 points 
Each energizer. 50 points 
Ghosts: 
1st one in a round 200 points 
2nd one 400 points 
3rd one 800 points 
4th one 1,600 points 
Fruit bonuses: 
Cherry (1st maze) 100 points 
Strawberry (2nd maze) 300 points 
Orange (3rd maze) 500 points 


(Fruits in later mazes are worth even more!) 


ENEMIES 
Pac-Man is pursued by four famous ghosts in different colors: 
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Blinky. He's Red. Clyde. He's Yellow. 
Inky. Light Blue. Pinky. Hmmm... 


I ALWAYS WANTED TO KNOW 

Is there a strategy to Pac-Man? Yes, three secrets: Timing, timing and timing. 
Obviously, you want to avoid the ghosts until after you've eaten an energizer 
pill. But you want to wait to eat that pill when there are a few of the ghosts hot 
on your tail. You can lure the ghosts toward you by parking somewhere near a 
pill and then moving back and forth. When they're near you, grab the pill and 
turn around quickly and eat as many as you can before you are no longer 
invincible. 

Also, don't overlook the value of the escape tubes (they're officially called 
"warp tunnels") at the sides of the mazes. Duck into one to escape a ghost; if 
youare pursued by a ghost into the tube, you should know that within the tunnel, 
Pac-Man will move quicker than his pursuers. 


Pac-Man is a trademark of Namco, Ltd. O 1980 and 1984 Namco, Ltd. 


Robo Warrior" 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


We are transported way into the future, more than two thousand years after most 
of the inhabitants of Earth have abandoned their overcrowded, polluted planet and 
have moved to a wondrous, artificial planet in the far reaches of the galaxy. 
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The people who live on Altile, named after the wise scientist who invented the 
new world, have renounced war and in doing so they have deactivated their army 
of half-man/half-machine RoboWarriors. 

But comes the year 2036 AA (After Altile) and there is peace no more. The 
ruthless dictator Xur and the aliens from the Xantho Empire invade Altile. Thcy 
turn off the weather-control machinery and change the surface of the planet from 
lush green to barren brown. 

The people of Altile flee underground to hide. Before they disappear, though, 
they send off an S.O.S. to their sister planet Earth. 

The scientists on Earth decide to help. Their plan is to reactivate the Z-Type 
Earth Defense cyborg (ZED), the most powerful of all of the RoboWarriors, and 
send him to Altile. 

When ZED lands on Altile, he sets out to reach the weather control station, 
battling off all sorts of enemies while picking up energy capsules and other special 
items to sustain him. 


MANUFACTURER: Jaleco / (312) 647-7077 
NUMBER OF PLAYERS: 1 


CHARACTERS 
Youcontrol ZED, the mighty RoboWarrior himself, in a quest above and below 
the surface of Altile. 


CONTROL PAD 
Arrows: Move ZED up, down, left or right on the screen. Also used to choose 
Powers and Super-Powers from the subscreen. 
*A" BUTTON: Attacks with laser or selected Power or Super-Power. Also 
used to select Powers or Super-Powers chosen in the subscreen. 
“B” BUTTON: Releases bombs when you have them. 


PAUSE 

Press the Start button to pause the game; press the button again to resume play. 
You can also pause the game by pressing the Select button to bring up the 
subscreen; press the B button to exit the subscreen without changing any settings. 


NUMBER OF LEVELS 
8, plus the opening Cyborg Training area. 


Cyborg Training. The opening scene shows ZED's spaceship settling in for a 
landing on the surface of Altile. This first screen is stationary with no 
enemies. Practice bomb-laying skills (there's a hidden special item in the 
blocks at the bottom left corner). When you're ready to start the battle, move 
to the top of the screen and into the first level. 
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The Fringes. The entry to Landor, there is only alien life left in this green place. 
Watch out for the water trap at the top; you won’t be able to cross it without 
a life preserver. There are lots of special items hidden in the blocks here, 
including a bunch just above you when you first enter the level. 

The Outlands. The damaged ruins of Altile can be found among the dead world 
here. Watch out for the streams and the dark region. 

The Land of Temples. There’s a Lord of Xantho hiding here among the 
once-peaceful sanctuaries. 

The Iron Hills. Once home to millions, this region is now barren of human life. 

Intellicon. The once-great technology center of Altile where computers and 
robots were produced. 

Oceania. Most all of the seas and rivers are now gone. 

Outer City. The outskirts of Regency, the capital of Altile. It is protected by 
many obstacles and aliens and two Xantho Lords. 

Regency. The final battle will take place at the capital of Altile. Here you’ll find 
the weather-control station under the dominion of Xur and Gholem. 


THE MYSTERIES OF ALTILE 

Underground Worlds. Scattered about on Altile are a number of secret 
passages to the underground. The doorways are covered with blocks, trees 
or other items. Be careful, though: a lot of the areas are dark, and many are 
infested with nasty aliens. 

The Room of Idols. These special rooms include items that will allow ZED to 
increase some of his powers. You’ve got to blow up the statues in the right 
order, though, or you won’t improve your situation at all. 

Well of Hope. A pool of water surrounded by blocks. Blow up one of the blocks 
to gain entry and let ZED dive in. Wait! We know that ZED will drown 
without a life preserver, right? That’s true everywhere except for the Well 
of Hope, if you can find it. When ZED enters the well, the screen will flash 
and all of his Special Powers will be doubled. 

The Shop. At the end of some of the periods of the game, ZED will come to a 

special room filled with weapons and Super Powers. Here you'll be able to trade 
the Medals you have collected for the items. 


NUMBER OF LIVES 
4. If ZED runs out of juice, the game is over. The most important of all of ZED's 
indicators is his Energy Level, shown on screen in the upper-right corner. You'll 
start the game with 8 bars in the indicator. Remember that ZED is part machine, 
and needs that power. Energy decreases with the passage of time and each time 
ZED is attacked by one of the Xanthos. 

You can replenish ZED's energy supply by grabbing one of the hidden Life 
Pods; each one is worth four energy bars on the Energy Meter. There are also 
special items that will restore energy. ZED can carry as many as four Life Pods 
and one Energy Meter at any one time. 
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SUBSCREEN 
Press the Select button to bring up the Subscreen for information about your 
status. You'll see information about the various special items you have collected 
as well as your Score, Number of Available Bombs, Currently Selected 
Super Power, Number of Lives and the Energy Meter. 

Below the listing, you'll see a display of special items you have collected. 
Use the arrow keys to move the blue onscreen arrow next to the Super Power 
you want; press the A button or the Select button to make your selection. If you 
decide you do not want to select a special power, press the B button to return 
to the game. Once you have returned to the game, you can activate the selected 
Super Power by pressing the A button. 

And at the bottom right of the Subscreen, you will see indicators of the 
following: 


Period. The name of the current world. 

Level. The current level. 

Range. The current setting for the shooting distance of ZED’s beam gun. The 
range will increase each time you collect the special Power Ball. 


SCORING POINTS 
Look for Stars on the screen to earn points. Grab them; the more points you 
have, the greater is ZED’s defensive ability. The stars are valued as follows: 


One Star. 100 points Two Stars. 1,000 points 
Three Stars. 10,000 points. Four Stars. 100,000 points 


SECRET WEAPONS 
Many of the aliens will require more than one shot to defeat. As you gather more 
Power Balls, the distance from which you can fire will increase and the 
destructive power of your missiles will also grow. 

ZED’s most powerful weapon, though, is his ability to plant bombs. These 
can be used to destroy aliens as well as to open blocked passageways. Many of 
the explosions will reveal hidden items. 

Bombs have a delayed fuse of about one second; be sure to move away from 
them once you have put one in place or they will blow you up with them! 

You'll need to replenish your stocks of bombs by grabbing the hidden bomb 
symbols you'll uncover, or by gathering the single blue bombs left behind after 
you destroy an enemy. 

Here are the Treasures of Altile, that will help ZED in his battles against Xur: 


Super Bomb. A big ticker, it will increase ZED’s store of regular bombs by 10. 

Power Ball. Look for the big “P” for a boost in the firing range of ZED’s gun; 
you'll especially need the extra distance in the later levels where your 
opponents will move much quicker. 

Life Pod. A battery full of power. 
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Barrier. A powerful shield that will surround ZED and protect him from aliens 
and other dangers for 15 seconds. You can run right over Xantho warriors, 
and you can even survive your own bomb blasts. 

Magical Bee. You'll never be sure exactly what you'll get when you grab one 
of these. You may end up with a Candle, Energy, Super Boots, Clock or 
Cross Fire. 

Medals. Collect these when you find them. You will be able to trade them for 
Special Powers or Super Powers in the shops. 

Here are the Special Powers that ZED can collect: 

Candle. Lights up the area around ZED for a short while; helps you find your 
way around underground and in dark passages. 

Energy Capsule. Look for the “Е” to give ZED an all-important energy boost. 

Clock. You keep moving, but almost everything around you freezes for about 
10 seconds. The powerful Lords of Xantho will be stopped for only 1 second 
or so. 

Super Boots. Gives ZED Olympic track star speed for about 20 seconds. Don't 
think of these just for running—ZED will also be able to fight much better 
because he can move around so much better. 

Missile. A mighty powerful weapon that can fire at a much greater distance and 
with much more power than ZED’s regular pulse rifle can manage. The 
missile will destroy anything in its path, including obstacles, blocks . . . and 
enemies. 

Flash. Look for the lightning bolt for a weapon that will clear the screen of all 
enemies on the screen, except for the Xantho Lords. The Lords won't go 
away, but they will be damaged. 

Cross Fire. Gives ZED about 35 seconds of super firepower, including guns 
that can shoot in four directions at once. Very powerful underground, and in 
battles against the Xantho Lords. 


And then there are the Super Powers: 


Life Vest. The best way that ZED can make it across the water is to put one of 
these rings on. It gives him about 20 seconds to float across a stream or lake. 


Lamp. Save the Candles for underground and use the more powerful Lamp for 
dark places above ground. 

Megaton Bomb. The most powerful weapon ZED can use, it will destroy 
everything at once. Save these for the really tough places controlled by the 
Lords. 


KEYS TO THE KINGDOM: 
You won't win this war, err . . . game, unless you collect one or both of the 
following treasures as in the various levels: 
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Chalice. Jewel-covered ceremonial cups sent to Altile from Earth, they conceal 
a super secret. But besides that, if you don’t grab one when you find one, the 
level you’re in will never end! 

Key. Grab it when you find it: it will open the exitway at the top right corner 
of the screen, to let you out of the level. You may have to blow up a bunch 
of blocks to find the key. 


ENEMIES 
There are two classes of evil things you will have to deal with on your quest. 
First are the Xantho Invaders, a nasty collection of ugly creatures. Next are the 
dreaded Xantho Lords, the super bosses of many of the levels of the game. 


XANTHO INVADERS 

Strinker. Slow, snail-like creatures, they stick to the walls. Avoid them or 
destroy them. 100 points. 

Skraug. An annoying skull, it won’t bother you unless you come too close. 
100 points. 

Grunt. An infantry robot. He doesn’t fire at you, but if you come too close, 
he'll sap some of your precious energy. 200 points. 

Tracer. Another robot. 200 points. 

Mecha-Bird. Mechanical birds that can attack ZED. Shoot them or avoid 
them. 100 points. 

Baiter. An airplane-like robot that can come right at you, or even try some 
tricky moves to sneak up on ZED. Knock these guys down. 100 points. 

Deltoid 1 and Deltoid 2. Crystal objects that will curve at ZED like a Frisbee. 
You had better shoot them while you can. 200 points. 

Lurcher. Robot spiders that can shoot missiles at ZED. The missiles can 
only go straight up or straight across the screen. One way to deal with 
them is to trick them into shooting at you and then ducking down out of 
the way to hide. 400 points. 

LORIC Tank. These weapons come from the planet Loric, one of the 
captive worlds of Xur. They are heavily armored; try to trick them as you 
did the Lurchers. 400 points. 

Type 1 and Type 2 Amoeba. These strange creatures transform themselves 
into deadly Wanes and Wisps when ZED is near. Shoot them from afar if 
you can, for 200 points. 

Wane. Fiery little creatures, they move very quickly and can zoom in to 
damage ZED or steal away his energy or weapons. 200 points. 

Wisp. Almost identical to the Wanes, these speedy blobs charge straight at 
ZED to damage him or rob him. 200 points. 

LORDS OF XANTHO 

Globula. The Lord of the Amoebas, this guy is UGGGLY. He is made up 
of millions of amoeba, and he'll spit them out at ZED. He has one eye and 
a huge mouth full of teeth. 30,000 points. 
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Viripides. Lord of the Dragons, this is a sea serpent-like creature that lives 
in a well just outside of Intellicon. It shoots fireballs. 50,000 points. 

Aquarian. Lord of the Water. A machine that can use the ghosts of whales 
to attack ZED. 100,000 points. 

Lian. Lord of Air. A genetically engineered monster, this gargoyle-like 
creature moves very quickly and spews out deadly flames at ZED. Lian 
lives near a great lake. 120,000 points. 

Pyrodyne. Lord of Fire. A very powerful cyborg, it can spray fire. 150,000 
points. 

Gholem. Lord of Stone. The strongest of the Xantho Lords, Gholem is the 
most aggressive. He’ll throw stones and rocks at ZED. Notice that he 
moves in a series of triangles. 180,000 points. 

Xur. The final and most terrible challenge of the game, he is the ultimate 
cyborg—half machine and half man, all monster. Certain weapons will 
work better against him than others—you'll have to experiment. 


I ALWAYS WANTED TO KNOW 
How do I find the hidden magical idols? Have you looked under the rugs? Just 
kidding. You'll have to search the hidden rooms for idols, and you'll have to 
blow them up in the correct order to reveal special weapons and other items. 
Here are some of the locations of the idols: 


Period 1-1. Behind the left and right statues are a hyper-missile and a megaton 
bomb. 

Period 4-1(B). There are eight statues here, laid out in an oval design. Think of 
the eight as a clock. You'll find a lantern at 11 o'clock and a time freeze at 
3 o'clock. Other special items can be found at 12 o'clock, 5 o'clock and 7 
o'clock. 

Period 5-2. There are three statues with hidden items here. Go for the ones on 
the left side and the one in the middle. 

Period 8-2. There are special items, including two lanterns, behind every idol 
here except for the second one from the right. 


SUPER SECRET! 
The manual says that putting on the Life Vest is the “only” way for ZED to get 
across; actually, you can also try to run across the water in narrow spots. Just 
be sure not to pause. 
Don't give up when you come to a solid wall blocking your way. You can 
try to place three or four bombs four spaces down from the top and blowing it 
up. 


HOW TO ADVANCE TO THE NEXT WORLD 
If the level seems to go on forever—or repeat over and over—it is because you 
haven't found the key. Look for the chalice. 
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POWER PLAYER HINTS 
The key to success in this game is watching your energy meter. There are two 
parts to this: one is making sure that you don't run out of power yourself. The 
second is to be aware of how much damage an enemy can do to you. The more 
points you have accumulated, the more defensive power you will have. 
Here is RoboWarrior's Special Defense Power, a chart you won't find in the 
manual: 


LEVEL POINTS ZED'S DEFENSE POWER 
1 0-80,000 Normal 

2 80,001-180,000 12596 of Normal 

3 180,001-300,000 15096 of Normal 

4 300,001-500,000 17596 of Normal 

5 500,001-800,000 200% of Normal 

6 800,001-1,000,000 225% of Normal 

7 1,000,001-1,200,000 250% of Normal 

8 Over 1,200,001 275% of Normal 


Don't waste your precious medals in the shops buying things you can 
otherwise easily win with your bombs. Save the medals for lanterri$ and 
megaton bombs. 

Level 3-1 is easy if you just go right down the middle. You'll find tunnels, 
the chalice and the key. 

In Level 5-3 there is a rock formation spelling “HELP.” You'll find a weak 
rock at the bottom of the “Е” and in the middle of the “L.” 

You'll need the Life Vest for Level 6-1; the key in this level can be found qat 
the bottom of one of the water channels. 

Look for two large pools in Level 7-2; you'll find the chalice above the first 
pool and the Well of Hope near the upper right section of the second pool. The 
key is in the rock all the way to the left. 

There's a Well of Hope in the lower pool in Level 8-1, but use your life raft 
when you try to get to it. 


POWER ZOOMING 
The game includes a Continue mode that allows you to return to the quest at the 
first level of the period you were last in. Select Continue from the options 
displayed on the title screen. 


Robo Warrior is a trademark of Jaleco Ltd. O 1988 Jaleco Ltd. 
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Seicross® 


AGE: 6 to Adult 
DIFFICULTY: Apprentice-Master of the Game 


Straight out of the arcades and coming right at ya is Seicross, which is a cross 
between Star Wars and Car Wars (or Motorcycle Wars, to be more exact.) 

The story is this: The peaceful Petras of the planet Colura are attacked by the 
bad Basrahs. The Petras are driven underground where they hide; while down there 
they have developed the Gilgitt Petras, a super-duper miniature rescue bike. Your 
job is to pilot the Gilgitt through three increasingly difficult worlds of attacking 
Basrahs and other creatures, weird plants and obstacles, picking up Petras and 
bringing them to freedom as you go. 

If you can make it through the Obstacle Zone, the Slippery Zone and the Battery 
Zone, you earn the right to enter the Space City and fight the BalTank, the ultimate 
Dinosaur Tank. 


MANUFACTURER: ЕСІ / (708) 968-0425 
NUMBER OF PLAYERS: 1or2 
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CHARACTERS 
You are the driver of Gilgitt Petras, the miniature super rescue bike developed 
by the imprisoned Petras people. 


CONTROL PAD 
Arrows: Move the Gilgitt Petras rescue bike, as follows: 
Up Arrow. Moves upward. Down Arrow. Moves downward. 


Left Arrow. Reduces speed. Right Arrow. Increases speed. 
“A” and *B" BUTTONS: Shoots laser beam. 


NUMBER OF WORLDS 
There are 3 zones in the game: The Obstacle Zone; The Slippery Zone, and The 
Battery Zone (the final battle with the Dinosaur Tank). 


NUMBER OF LIVES 
You lose lives if you are hit by an enemy projectile, if you crash your motorcycle 
into a wall or other obstacle or if you run out of energy. 


SPECIAL ITEMS 
Look for Petras to rescue. You'll earn 100 points for each one you snatch away 
from the Basrahs. Keep an eye on your energy level, though. 

Look for the Energy Packs as you travel. Without them, your bike will run 
out of fuel and your rescue attempt will fail. They look like flat chips with three 
black triangles on them; the symbol is actually an adaptation of the old sign for 
nuclear energy. 

But don’t grab too many Petras; they’re heavy and they will use up a lot of 
your energy level. And don’t grab too many power packs; too many will send 
you off into obstacles and areas you don’t need to explore. 


ENEMIES 
You are surrounded by enemy plants, creatures and obstacles. Here are some 
of the challenges you will face, along with the number of bonus points you will 
earn by destroying them: 


Baltank. The fearsome Dinosaur Tank of the Basrah. 500 points. 

Basrah Bike. The enemy has mini-bikes, too, and they are very dangerous 
drivers! The Red Bike is particularly difficult. 300 points. 

The Brain. The hidden alien control, it won’t attack but is hard to uncover. 
10,000 points. 

Apton. A Vegetal Cannon, this living bomb will become an obstacle if you 
explode it just once. 300 points. 

Bodgiff. This conehead is a C-Level Energy Cannon; its projectiles will split 
into three parts, each blasting off separately. 200 points. 


238 Ultimate Unauthorized Nintendo Game Strategies, Volume 2 


Chenobalm. A giant mushroom-like plant with a large cap. It won’t attack, so 
you might be tempted to just stay away, but see the hint in Power Player 
Hints. 

Comsolar. An A-Level Defensive Energy Cannon. This little hot dog stand can 
send shells in 8 directions at once. 200 points. 

Dinosaur Fossil. It looks like what it is, the bones of a dinosaur once kept by 
the Petras as a pet. He’s not so cute anymore, since Pilpul aliens will 
sometimes hide within him. 500 points. 

Gabium. An Energy Cannon, it looks like a wedding cake with feet. 200 points. 

Merameshra. Looks like a giant asparagus, and about as dangerous. Won’t 
attack. 100 points. The King Merameshra is even bigger, but won’t attack 
either. 100 points. 

Pigoran. A cute little reptile-like guy, he’s under the control of the Basrah and 
will attack fiercely. 500 points. 

Pilpul Aliens. Just like we expected, these are little guys with big heads with 
antennas. Hired by the Basrah as fighters, they hide and then jump out to 
attack. 

Powarmon. An electric force field that can block Gilgitt. 200 points. 

Radar Buoy. Those aren't balloons on top of this little floater, they are the radar 
devices that help the enemy control its attackers. 200 points. 

Sharking. A small triangular surveillance base that can come to life and attack 
Gilgitt. 200 points. 

Taron Dome. When it explodes, the claw on top opens and bullets come out. 
200 points. 

Triangle Wall. A B-Level Energy Cannon, it is a powerful adversary. 200 
points. 

Warm Stone. A Rock Cannon that attacks anything and everything. Looks like 
a big lump of Swiss Cheese, it will change color but remain in place once 
you've exploded it. 300 points. 


SUPER SECRET! 
There are no less than three Super Secrets hidden in this game, none of which 
are written about in the manual. 


Secret Continue. To go on with the game at the same level where you lost your 
last bike, hold down the A button when you press Start at the title screen. 
Of course, if you've shut off the system, this trick won't work. 

Secret Level Select. Hold the A and B buttons down and press the Arrow Key 
to the left on Controller 2 and then select the level with the A or B buttons 
on Controller 1. 

Secret Invincibility. It's not quite the same challenge, but still a lot of fun to 
play this game without having to worry at all about losing any of your bikes. 
On Controller 2, hold down the A and B buttons and press the Left Arrow 
key; at the same time, on Controller 1, press the following arrow keys: Up, 
Up, Down, Down. Then press Start and you're off! 
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POWER PLAYER HINTS 

Don’t shoot first and ask questions later. You use up energy with each shot. If 
you can steer your bike around an obstacle, do that instead of shooting. 

Go for the dinosaur! It’s an easy target, worth a few points, and you may also 
pick up a bonus by destroying Pilpul aliens hiding inside. 

Grab the Power Star that will emerge from the Radar Buoy when you destroy 
it; it will refill your energy level. 

There's another star hidden inside the Chenobalm; hit it twice for a power-up. 


Seicross is a registered trademark of Nihon Bussan Co., Ltd. and is licensed to FCI. Game pak © 1988 
FCI. 


Shooting Range™ 


AGE: 5 to Adult 
DIFFICULTY: Novice-Hot Dog 


өе: TAGE 
PLAYER 1 
SCORE 


Aw, shoot! Missed again. This is a very well done translation of the carnival arcade 
shooting range, extended into outerspace and the world of ghosts through a bit of 
Nintendo electronic magic. 
The graphics, sound and game play of Shooting Range are very well done, and 
this product stands head-and-target above the original Zapper game, Duck Hunt. 
However, we've got to point out to parents that the targets in the first round—the 
Western/Desert Scene—are not just birds and outer space aliens, but also include 
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Indians (the targets spin above their heads) and Cowboys (the targets appear at the 
level of their gun belt). 

Level 2 is a creepy ghost world, with mummies and vampires and ghosts. 
They’re already dead, so don’t worry about hurting them. 

In Level 3, you're in Outer Space with a very weird set of creatures flitting about, 
accompanied by an appropriately bizarre alien sound track of beeps and bops and 
whizzes. 

The difficult Bonus Round consists of a wall full of whiskey bottles. You’ve got 
to smash them with a well-timed shot; the bottles will only break when they are lit. 

As you become better at the game, you’re going to want to play with the Zapper 
in one hand and the controller in the other (see Power Player Hints for a suggestion 
for a super version). The controller pans the shooting range left and right, allowing 
you to chase down the targets for a higher score. 

Also included is a Party mode, where up to four players take turns firing at a 
carnival-like shooting range that includes targets popping up from hidden targets 
like a “Whack-a-Mole” board. 

The manual should be used as a target; it’s full of holes already. 


MANUFACTURER: Bandai / (213) 926-0947 
NUMBER OF PLAYERS: 1104 
CHARACTERS: You are the shootist. 


CONTROLLER 1 
Game Controller for selection of options. The controller can also be used to pan 
the scene left and right. 


CONTROLLER 2 
Zapper Light Gun. The light gun has a useful range of about 6 feet; the larger 
the television set the further away the light gun can be used. The television 
screen must be adjusted to normal contrast and brightness. 


CONTROL PAD 
Arrows: Use arrows to scroll screen left or right. Push Up or Down to move 
target indicator when selecting game, number of players and game level. 
“A” BUTTON: Selects game, number of players and game level. While game 
is underway, used to view Point Total screen, and to continue a game after 
finishing a stage. 


NUMBER OF WORLDS 
Western/Desert 
Monster Town 
Outer Space 
Bonus Stage 
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NUMBER OF LEVELS 
There are three levels of difficulty in the Normal Game. The setting changes 
the available time (300 ticks in Level 1, 250 in Level 2 and 200 in Level 1) as 
well as the speed and number of targets. All players must compete on the same 
level. 


NUMBER OF SHOTS 
The screen will show 10 bars at the start of the first competition; you actually 
have 40 shots. The bars will not start disappearing until after the first 20 shots 
have been fired, and then will go down for each two bullets. 


SPECIAL ITEMS 
There are a number of special items available in the Normal game, including 
an unusual “bogus” item that you'll want to avoid if you can. The items are 


Energy Capsule. A small E in a circle, this item increases your energy by 2 
bars. 

Big Energy Capsule. This large E fully restores your energy level if you can 
hit it. 

Bogus Energy Capsule. If you don't look carefully, you'll think this is an 
Energy Capsule. Pay attention, though, and note that it has a backwards E in 
the circle. If you accidentally hit one, you'll lose 2 energy bars. 

Super C. This circled C is worth 100 points. 

Super W. The circled W is the big prize, worth 1,000 points. 

Hour Glass. Find one and hit it to add 50 precious seconds to your remaining 
time. 


NUMBER CF LIVES 
When you run out of time or bullets, the game is over. Look for special items 
to replenish both. 


TIMING 
Level 1 play begins with 300 ticks on the clock. Look for Hour Glass special 
items to add more time. Level 2 has 250 ticks and Level 3 just 200 to start. 


POWER PLAYER HINTS 

The closer you are to your target, the better your chances are to hit him. You 
figured that out by yourself, huh? Well, it is more than just a matter of helping 
your aim. The Zapper gun works by reading the angle of the electron beam 
coming from the electronics of the television set to the face of the TV screen; 
the closer you are to the television, the better response you will obtain from your 
Nintendo and the Zapper gun. 

Try, too, to avoid shooting at an angle to the left, right, below or above the 
TV. Again, the further you are from the set, the more likely the Zapper will 
become confused. 
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Want to try a neat super-player version? Just let a partner hold the Control 
Pad and move the scenery back and forth while you continue to work on your 
target practice. 


POWER ZOOMING 
There is a Continue mode in the Normal game. Just press the A button when 
the game is over. Move the cursor to the “Yes” position and press the A button 
again. 


Shooting Range is a trademark of Bandai America, Inc. O 1989 Bandai America, Inc. Bandai is a 
registered trademark of Bandai America, Inc. 
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Taboo: The Sixth Sense 


AGE: Adults Only 
DIFFICULTY: Apprentice 
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“АП that has been and all that will be is here for you to know. Dare you glimpse 
the future?" So asks the opening screen of “Taboo: The Sixth Sense." 

We have a hard time fitting this one into a category. It's not a game, and it’s not 
really an educational program. We've decided to think of it as a simulation of an 
approximation of reality. In any case, it is not intended for children. 

Taboo is an electronic set of tarot cards. Tarot dates back more than 500 years, 
and is based on a deck of 78 cards arranged in two groups: the Major and Minor 
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Arcana. The major set consists of 22 picture cards numbered from 1 to 21 plus The 
Fool. The minor set includes 56 cards in four suits (Wands, Cups, Swords and 
Coins) numbered from 1 to 10 plus four court cards (Page, Knight, Queen and 
King). 

You start the program by entering your name, date of birth and sex by moving 
a square over a typewriter-like display. Then you can enter a question. 

The program will not directly answer your question, but instead merely shuffle 
the deck and then reveal the cards one by one for your perusal. The readings of the 
cards are very general, and not always presented in particularly clear language. 

The program will also come up with a reading of your personal lucky numbers, 
apparently based on your birthdate and residence. 

The instruction manual for Taboo goes to great lengths to caution that tarot is 
not intended to predict the future, and that even if the “answer” you receive is not 
a happy one, you can still overcome the problem. Parents should take care to 
prevent impressionable and unsophisticated children—and even some teenagers— 
from using this program to chart their futures. 

If you believe in this kind of stuff—or if you want to learn about it—you might 
want to check this out. 


Manufacturer: Tradewest / (214) 874-2683 


Taboo: The Sixth Sense is a trademark of Rare, Ltd. Licensed to Tradewest, Inc. by Rare Coin It, Inc. 
© 1989 Tradewest, Inc. 


Lee Trevino's Fighting Golf " 
AGE: 6 to Adult 
DIFFICULTY: Apprentice-Hot Dog 


Super Mex, also known as Lee Trevino, is one of golf's enduring stars. Besides his 
proven skills with a club, he is also renowned for his offbeat sense of humor and 
sense of style. 

You could apply the same description to the Nintendo game pak, Lee Trevino's 
Fighting Golf. Itis a decent golf simulation with а slightly offbeat cast of characters 
and a very stylish appearance. 

The graphics and game play of Fighting Golf are very nicely finished. On one 
Screen you see all of the information you need to select your club and make 
necessary adjustments to your swing. You also see two views of the course—the 
present position of the ball with your golfer teed up and ready to go, and a close-up 
of the green. 
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MANUFACTURER:  SNK / (800) 752-9765 


NUMBER OF PLAYERS 
1 to 4, Controller 1 is used for players 1 and 3; Controller 2 for players 2 and 4. 


CHARACTERS 

Pretty Amy. She has fantastic ball control and aim, but she has a less powerful 
stroke than the other players. 

Big Jumbo. He has a very powerful stroke and has his ball will have the longest 
flight distance, but he is difficult to control. 

Super Mex. A great all-around player, with almost as much power as Jumbo 
and nearly as much accuracy as Amy. 

Miracle Chosuke. He has only moderate power, but is an amazing putter, and 
according to the manual, he is able to hit the “Reverse Miracle Putt.” See I 
ALWAYS WANTED TO KNOW for the story of the Reverse Miracle Putt. 


CONTROL PAD 
Arrows: Used to adjust upward or downward stroke of swing together with the 
A button. Used to select clubs, and direction of swing together with the B 
button. 
“A” BUTTON: Controls swing. 
“В” BUTTON: Controls selection of club, other elements of swing. 


TYPES OF GAMES: 
There are 3 modes of play: 


Stroke Play. One to four players compete for 18 holes, with the winner having 
the lowest total number of strokes. 

Nassau Game. One to four players compete against each other for total points. 
See the explanation later on in this chapter. 

Practice. A single player can practice on any hole of the game. 


NUMBER OF HOLES: 
There are two 18-hole golf courses in the game. One is an American course, 
spread out over a large area with a lot of trees. The grass is longer on the 
American course and has more effect on putts. The smaller Japanese course is 
set on an island peninsula with fewer trees. 

When you choose the Stroke Play mode, you must select between the 
American or the Japanese course; in the Nassau game, choose between the 
OUTWARD 9 holes or the INWARD 9 holes. 

Before the player or players start each hole, the screen displays a picture of 
the hole, along with advice from the golf pro on how best to play it. 
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SCREEN DISPLAY 
Direction and Speed of Wind. The wind blows in the direction indicated by 
the arrow. Wind speed is indicated in meters. (Actually, what this really 
means is kilometers per hour, and the speed can range from 0 to 9 km/h. A 
km is 5/8 of a mile, and so 8 km is equal to 5 miles.) 
Number of Yards Left. Distance from the current location of the ball to the 
pin in the hole. 


TYPES OF SWINGS 
Just as in real golf, controlling the swing is the most important part of the game. 
In this Nintendo game pak, you will first select the direction of the shot, then 
the type of club to be used, and then finally control the swing. 


Selecting the direction of the shot. Press the B button and then move the 
on-screen cursor using the arrow keys to choose the direction. To examine a 
full-screen view of the hole, press the A button once; to look at the putting 
green for the hole, press the A button again. 

Selecting the club. Press the B button a second time and the “Club” indicator 
will flash. Use the left and right arrow keys to move through the available 
clubs. Press the B button one more time to be ready to swing. 

Swinging the club. In golf, it’s all in the wrists. In Nintendo golf, it’s all in the 
forefinger. The trick is to press the A button three times, watching the “swing 
gauge” on screen. The first push starts the back swing. The second push 
marks the top position of the back swing—the further back you pull your 
club, the harder the swing and the longer it should travel. The third push 
brings the club down to the ball. 

Hitting a Draw or Fade. The point at which you press the A button for the 
third time determines whether the ball goes straight or whether it draws 
(hooks to the left) or fades (hooks to the right). For a straight shot, press the 
A button when the moving indicator is lined up with the arrow on screen. 
Fora draw, press the button when the indicator is just to the right of the arrow. 
For a fade, press the button when the indicator is just to the left of the arrow. 
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Hitting a High or Low Ball. To hit under the ball and loft it high, press the Up 
Arrow while pressing the A button. To hit over the ball and keep the shot 
low, press the down arrow. 

Backspin. Applying backspin to a ball keeps it from rolling very far once it 
lands on the ground. To add spin, press the Left or Right arrows on the control 
pad when striking the ball or immediately after. The shorter the time between 
pressing the A button and pressing the arrows, the more backspin will be 
applied. 


PUTTING: 
The only club that can be used on the putting green is the putter, and it will be 
automatically selected. 

On the green, there are two steps to putting. Press the A button once to start 
the back swing, and press it again to set the strength of the putt. The further back 
the club is drawn, the harder the putt. 

You will note on the green display the height and direction of the grass. The 
bigger the marks, the more the ball will be affected by the grass. 


ROUGHS 
There are four types of roughs on the American course, and three on the 
Japanese: 


Super Rough. (American course only). The heaviest undergrowth and the most 
difficult shot. 

Light Rough. A long iron will work here. 

Heavy Rough. Use a short iron. 

Deep (Medium) Rough. A skillful golfer can make a good shot with a medium 
iron. 


GROUND RULES 

Out of Bounds. If a ball travels out of bounds, two strokes are added as penalty 
and the player must return to where he originally hit the ball. 

Water. If the ball lands in the sea, river ora lake, one stroke is added asa penalty, 
and the ball is moved out of the hazard. 

Give Up. If the player hits three times as many strokes as the par number for a 
hole, the play for the hole is declared over and the player moves on to the 
next hole. 


NASSAU GAME 
Nassau is an interesting variant in scoring, often accompanied in real golf by a 
“friendly” wager. Points are awarded and the player with the most points wins 
the match and the bet. 
Each stroke’s difference is worth 10 points. The player with the most winning 
holes is awarded 50 points. Other points are awarded for the Driving Contest, 
the Near Pin Contest and for a Hole-in-One. 
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A special rule called “Press” is intended as an equalizer. If a player is behind 
by 2 Down or more, and would not be able to win even with a win on the last 
hole, he can declare “Press.” When it is called (the winning player must accept) 
if he wins the hole, the score becomes tied. But if the player loses the hole, he 
has to give up twice as many points. The system will automatically ask you if 
you want to declare “Press” before the last hole. The computer will take charge 
of calculating all points. 


I ALWAYS WANTED TO KNOW 
Okay, Г т ready for the story of the Reverse Miracle Putt. Once upon a time 
there was a game that promised you could call forth a special stroke called the 
Reverse Miracle Putt. But they were wrong. There apparently is no such stroke 
in this game, according to the American game counselors at SNK. There may 
have been such a stroke in the Japanese version, or there may not have been. 
End of story. 


POWER PLAYER HINTS 
Take advantage of the Practice mode of the game and work on timing your 
swings. 
It is very difficult to apply backspin when using a wood or long iron. 


Lee Trevino's Fighting Golf is a trademark of SNK Electronics Corp. © 1988 SNK Electronics Corp. 


L| 6 ш 
Building Your 
Ultimate Nintendo 
System 


We're all fans of the Nintendo system because of its exciting computer graphics 
and interactive game play. But you may be seeing (and hearing) only part of the 
story. 

You've probably got your NES connected to the tired old 19-inch television set 
in the family room, right? The one with the tiny, scratchy little speaker and the 
picture that looks a bit like you were viewing it through a piece of wet newspaper? 

Well, if you're a serious Nintendo fan, we'd like to tell you about a few things 
you can do to create the Ultimate Nintendo System in your own home. 

The NES is essentially a miniature cable television station. When you plug a 
cartridge into the slot and connect a wire to your television, you're making your 
own channel. Let's consider the various things you can do with a Nintendo 
television signal: 


1. You can feed the signal into a high-quality television, including a large- 
screen or projection TV; 

2. You can feed the audio into a stereo simulator and a high-fidelity amplifier 
for super sound from speakers or headphones; 

3. Youcan record your entire game on videotape, or grab selected bits of the 
game into an edited collection of your greatest hits; 

4. Youcan feed the output from the NES into your home computer to capture 
a black-and-white or color screen. Then, you can edit the image, move 
things around on the screen or erase parts you don't want. The image can 
be saved on a disk or it can be printed out on certain printers. 
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Receivers vs. Monitors 


A television show includes a great deal of information. First of all, there is the 
"video," which includes the image, brightness and color. Second, there is the audio. 

In the television studio these signals are separate. Think of the video as spaghetti 
and the audio as meatsauce. 

But when the show is “broadcast” from the studio to your home, these two signals 
are put together and sent out to an antenna. At the receiver end, this signal is plucked 
out of the air by another antenna or brought into the house by a television cable. 

Radio Frequency (RF) signals used by television stations and cable companies 
pulse at extremely high rates (from 50 million to 500 million times a second) 
merging both audio and video signals. 

The wires you see on the back of most ordinary television sets, usually divided 
into VHF (Very High Frequency) and UHF (Ultra High Frequency) connections, 
carry standard broadcast signals. 

It is up to the television receiver to separate the video and audio—the spaghetti 
and meatsauce—back into individual signals to reproduce the image and the sound. 
Now, modern television sets are very good at separating the signals, but there is 
always some small amount of loss. A little bit of the sauce sticks to the spaghetti 
and a little bit of the spaghetti ends up in the sauce. 

Another problem that television receivers must deal with is “interference.” This 
can be caused by a loss of signal strength because the receiver is a great distance 
away from the transmitting antenna, it can be caused by tall buildings or hills in 
the way or it can be caused by another television or other type of broadcast signal 
mixing in with the spaghetti and meatsauce—err, video and audio. 

What does all of this have to do with your Nintendo system? Well, because the 
Nintendo needs a television set to display its video and play its audio, it must 
provide an appropriate signal to the TV set. 

Inside the Nintendo system is the equivalent of that television studio. The video 
signal is produced separately from the audio signal. (In fact, the audio signal is 
made up of several elements in most games—it may include the musical soundtrack 
as well as special sound effects like beeps, buzzes and chimes that are part of the 
game.) 

If youare presently using your NES with an ordinary television set, you are using 
the RF output on the back of the control deck. Plugged into the jack is a small RF 
Switch box that combines two functions. First of all, it converts the output from 
the Nintendo computer into a standard television signal that combines the video 
and audio. The second purpose of the box is to automatically switch between an 
incoming antenna or cable television signal and the Nintendo. 

So the process of going from a Nintendo system to your standard TV is like this: 
Separate video and audio signals that exist inside the Control Deck are combined 
in the RF converter and brought to the television set where they are split apart again 
into separate signals. 
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Why not skip the stage where the spaghetti and meatsauce come together and 
just feed the separate signals right into the television? Wouldn’t the image and 
sound be sharper and cleaner that way? 

Absolutely! But, you'll need a special type of television called a “monitor.” This 
TV has a set of plugs on the back designed to accept separate video and audio 
signals. These signals are called “direct” or *Base-Band Video/Audio.” 

Base-Band signals are used by VCRs, video disk players, TV monitors, 
video/audio processors, satellite receivers, many computers and the Nintendo 
Entertainment System internally. These signals pulse at much lower rates, from as 
low as 20 times per second to as high as 4 million times per second. 

These monitors accept “direct” signals. Such sets are designed for use with 
Video Cassette Recorders, Laserdisc players or even computers that can send their 
separate video and audio signals. (You’ll probably find a number of combined 
receiver-monitor sets, too. These can accept either a mixed broadcast signal or a 
direct signal.) 

So, the first major improvement in our Ultimate Nintendo System is to use the 
direct outputs on the right side of the NES. You'll need a pair of “RCA Phono plug 
cables.” These are the same sort of cables used in most stereo systems to connect 
the various components together. 

The type you will need will be “male” at both ends. That means that the 
connector on the end of the cable sticks out, and is designed to plug into a “female” 
receptacle with an opening. (If you need any more explanation, you're going to 
have to ask your father.) t 

There are cables and there are cables, by the way. You can find RCA Phono 
cables in most hardware, stereo and discount stores selling for a few dollars. They 
will probably work just fine, but if you really want to create an "Ultimate" system, 
go for the slightly more expensive “high-grade, low-loss” cables. These often 
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include gold-plated plugs to squeeze every last thousandth of a volt of power from 
the system. 

One store with a wide range of connectors and other video and audio devices is 
Radio Shack. Bring a copy of this book with you and show the dealer what you 
want to do. 

Remember to buy two cables—you may be able to purchase a set that includes 
a pair—long enough to reach from your NES to the monitor. We usually go for 
6-foot cables. Try to get cables of different colors; that will make it easier to plug 
the correct cable into the correct jack at both ends. It does not matter what colors 
you use, although the standard convention is to use Yellow for Video and Red and 
Black for Audio. 

(The Nintendo Control Deck does not directly output a stereo audio signal, so 
you will be using just one audio cable at that end.) 

Turn off the television set and the Nintendo before making any connections. 

Plug the video and audio cables into the NES and bring the cable ends to your 
monitor. The most sophisticated monitors will include several sets of audio and 
video inputs and outputs, allowing you to switch between VCRs, cable television, 
videodisc players and other sources of signal. Consult your manual if you have any 
questions and choose the appropriate set of inputs. 

Connect the video cable to the TV’s Monitor Input. Various television manu- 
facturers will call the jacks by various names, including: Video Input, Monitor 
Input or Direct Input. Consult the instruction manual that came with your monitor 
if you have any doubts about the correct jack to use. In no case should you connect 
an incoming signal from the Nintendo, a VCR or cable television feed to a jack 
marked “Output” or “Out.” 

Now, we must connect the audio output of the Nintendo to the audio input of 
your monitor. Before you proceed, you must determine if your television is stereo 
or mono (monaural). 

If you have a mono monitor, then all you need to do is connect the audio output 
of the Nintendo into the Audio Input of the set. 

If you have a stereo monitor, you may have to split the audio signal from the 
Nintendo into two signals so that both audio amplifiers in the television set are 
"driven" evenly. You'll need to purchase a “Y connector.” This device has a female 
RCA Phono jack at one end to connect with the cable from the Nintendo unit and 
two male RCA Phono plugs at the other end to connect with the Left and Right 
Audio Inputs on your monitor. Alternately, your monitor may have a mono switch 
that would allow you to attach just one audio connection. If this is the case, one of 
the jacks may be marked “for mono input.” 

Turn on the Nintendo, turn on the monitor (set it to accept signal from the video 
and audio inputs you used, if necessary) and you’re ready to see and hear your 
games better than ever before! 
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Faking a Stereo Signal 


As we have noted, the Nintendo Control Deck does not produce stereo audio, which 
is a shame. Listen to the output of the Nintendo Game Boy for an idea of the future 
of Nintendo. 

You can, though, “simulate” stereo through use of a special piece of audio 
equipment. One type of Stereo Simulator takes an audio output and separates out 
certain of the frequencies (bass, treble or midrange) and sends the signal to one 
side or the other. Another type of simulator, intended specifically for Nintendo 
game play, “sweeps” the sound left or right depending on which way the control 
pad arrows are pressed. 

Dealing with the first type of simulator is easy. Take the audio output of the 
Nintendo Control Deck and plug it into the audio input of the simulator. (You'll 
need an RCA Phono cable to do this; the cable may come supplied with the 
simulator.) Then, connect the output of simulator to one of the following: 


1. The stereo audio inputs of your monitor, or 
2. The stereo audio inputs of a separate amplifier with its own set of speakers. 


The second type of simulator includes the Joycard Sansui Stereo Simulator 
System, from Hudson Soft. This replacement control pad for the Nintendo (it 
includes a rapid-fire setting) connects into the front of the NES like any other 
control pad, but also has a second connector that plugs into the audio output jack 
on the side of the NES. 

To use the Joycard directly, you can connect the supplied set of stereo earplugs 
into the controller. But for really awesome sound, go back to Radio Shack and get 


TV or Monitor Stereo Speokers 


/ 


RF Coble VHF Screw 


Input — Terminals 


Connecting a Nintendo ~~ S. 
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a Stereo 1/8" Y-Adapter. You'll want a 1/8" male plug at one end and a pair of 
female RCA Phono jacks at the other end. Then you'll need a pair of male-to-male 
RCA Phono cables to connect to your stereo system or to the stereo audio inputs 
of your monitor. 

Again, remember to turn off all devices before you make connections from one 
to another. 


Using a VCR with Your Nintendo 


Would you like to capture your championship performance on Paperboy to show 
your friends? How about recording your progress through the most difficult regions 
of Air Fortress and playing them back in slow motion to search for new strategies? 

Itis very simple to connect your Nintendo control deck to a standard VCR. To 
obtain the highest quality recording, you should use the direct connections from 
the Nintendo audio and video output jacks to the audio and video input jacks of 
your VCR. If for some reason you cannot use the direct connections on your VCR, 
then you will have to use the RF Modulator of the Nintendo and plug the combined 
audio and video signal into the *Antenna" input of your VCR. 

Don't forget to attach a monitor or TV set to the video output jacks of the VCR 
so that you can watch your game as you make your recording. 

But, let's not stop with simply recording your greatest (or not-so-greatest 
moments) on a VCR. How about creating an edited Greatest Hits tape? The best 
way to do this is to use two VCRs. Use one machine to record “raw” footage, 
including more than you want to keep in the final tape. Connect the two machines 
together. Put the "source" machine (the one with the recorded tape) on Play and 
the "target" machine (the one to make the edited tape) on Record, and play the 
sections of tape from one machine to the other. 


Using a Nintendo System 
With a VCR and Monitor 
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One of the most difficult things about making an edited tape using home VCR 
equipment is to avoid a fuzzy breakup of the signal at the start of each recording. 
This comes about because the two machines are usually not synchronized to each 
other, and the recording machine takes a few fractions of a second to come up to 
its recording speed. There is also going to be a loss of signal quality each time a 
new “generation” of recording is made. 

Here are a couple of ways to improve the quality of your edited tapes: 


E 


Before you use a new tape for recording of an edited version, run the entire 
tape through the VCR on record without any signal. Disconnect the record- 
ing VCR from any input source—an antenna, cable television, Nintendo 
deck or another VCR—and just record a full tape full of nothing. Do this 
at the highest speed (SP on a VHS machine). What you are doing is putting 
“control tracks" down the length of the tape, making it easier for the VCR 
to become synchronized to a new signal. 

Do your recording and playback at the fastest speed your VCR allows, 
usually marked SP for Standard Play on a VHS machine. At slower speeds, 
more signal must be packed into a shorter length of tape, and the quality 
can be less. At SP you will be able to record a full two hours of video, which 
should be more than enough for your Greatest Hits. 

Put both machines on “Pause” before you start your recording. Back up the 
playback and recording tapes about two seconds before where you want the 
recording to begin. Then release the Pause on the Playback machine a 
fraction of a second before you release the Pause on the Recording machine. 
Purchase a video signal enhancer that amplifies and cleans the signal 
between two VCRs. 


We've drawn a picture of a super video editing system with all of the bells and 
whistles. 


256 Ultimate Unauthorized Nintendo Game Strategies, Volume 2 


If you want to get really fancy, you can buy a Video Special-Effects Switcher. 
This allows you to add all sorts of “wipes” and “fades” to your edited tapes. You’ ve 
seen these effects on television: the screen will fade from an image to blackness, 
with the audio fading to silence. Or, the image can be wiped horizontally, vertically, 
diagonally or even in diamond or other shapes. 

You can spend hundreds—or even tens of thousands of dollars—on a profes- 
sional editing system, or you can use a more modest system. We looked at a very 
nice special effects switcher from Radio Shack (Catalog 15-1274, it has a list price 
of $89.95.) This neat little unit includes two video and two audio inputs for source 
VCRS, video cameras, other video sources and audio inputs, and two video and 
audio outputs for the recording VCR. 


Working Without a Net 


There is one other way to come up with a Greatest Hits tape, and that is to perform 
“live.” 

Connect your Nintendo to the VCR directly (or through a Special Effects 
Switcher like the Radio Shack unit). Put the VCR into Record, and then press the 
Pause button. Now start up the Nintendo game, and release the Pause button at the 
point where you want to start recording; press the Pause button again when you 
want to stop recording. 

If you have the Special Effects Switcher connected between your Nintendo and 
the VCR, you can fade in and out of game sessions. Just press the Pause button 
when the image has fully faded from the screen, and set up the next Nintendo game 
while the VCR is stopped. 


Connecting Your Nintendo 
to a Computer 


Want to capture a scene from your Nintendo deck with your PC? You will be able 
to make some changes to the image, including picking up and moving around 
characters or shapes, adding or removing text. Yes, you can even change the score. 

Once you have captured the image, you can print out the image using a 
graphics-capable printer. And, you can merge the image into a desktop publishing 
system for use in newsletters. 

The black-and-white images used in this book, for example, were captured from 
a Nintendo system that was hooked to an Austin Computer 80286 PC equipped 
with a ComputerEyes video capture board. The direct (baseband) video output of 
the Nintendo was plugged into the jack on the ComputerEyes card in the PC. Once 
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the image had been grabbed, it was edited using Picture Publisher gray scale editing 
software and then printed as a Postscript image on a laser printer. 

The Apple Macintosh system is also well suited for use with video capture 
systems. 

There are many different ways to set upa video capture system, including several 
options that will grab a color image for editing and printing. Consult a capable PC , 
dealer for more information. 

Finally, we want to point out here that you should remember that Nintendo 
games, like books, magazines, television programs and movies, are copyrighted 
property of their creators. You cannot use someone else’s copyrighted material for 
your own commercial (money-making) purposes. 


Announcing the Ultimate Insider Newsletter! 


Want more inside information like you've found in this book? 

Want honest and impartial reviews that are not sponsored by you-know-who? 

Want it delivered every month to your mailbox? 

You'll stay months ahead of the magazines. You'll learn about new game paks 
as soon as they are announced, before your local dealers have even heard of the 
games. You'll read the latest, greatest hints and strategies from the Nintendo 
game experts all around the country! You'll learn how to build the Ultimate 
System! 

Each 8 to 12 page newsletter, written by the authors of this book, will be 
packed with solid information like you've found in this book. Plus, we'll present 
interviews with game counselors about their favorite strategies. We'll talk to 
game designers about how—and why—they do what they do. 

You'll be eligible for exciting contests with prizes ranging from free game 
paks of the hottest new titles to Ultimate Systems including big screen TVs and 
stereo audio components. You can also expect special offers from manufacturers 
with discounts on their merchandise. 

And, you'll be the first to know about the exciting details of the next volume 
of Ultimate Unauthorized Nintendo Game Strategies and other publications 
from Bantam Books. 

Now here's the best news: The regular price for all of this is only $19.95 a 
year! But even better: Fill out the coupon below and become a Charter Sub- 
scriber for just $17.95 for 12 issues. That's less than $1.50 an issue. 

Fill out your name and address carefully and send $17.95 in check or money 
order for 12 issues of the Ultimate Insider Newsletter. Publication begins in 
January, 1990. Make checks payable to Ultimate Insider. 


Ultimate Insider Newsletter is published by Word Association, Inc., P.O. Box 


6093, Holliston, MA 01746. It is in no way endorsed by or related to Bantam 
Books or Nintendo of America, Inc. 


Ultimate Insider Newsletter 
P.O. Box 6093 
Holliston, MA 01746 


Enclosed is $17.95 ($20.95 Canadian) in check or money order for 12 issues. 
Name: 

Address: 

City: State: Zip: 


READY FOR ANOTHER 
CHALLENGE? 


IF YOU'VE MASTERED THE GAMES IN 
ULTIMATE UNAUTHORIZED 
NINTENDO® GAME STRATEGIES, 
VOLUME 2 — AND WANT MORE 
“INSIDE” TIPS, TRICKS, AND NEVER- 
BEFORE-PUBLISHED INFORMATION FOR 
TODAY’S HOT NINTENDO® GAMES, 
DON'T MISS THE FIRST VOLUME IN THIS 
SERIES, FEATURING WINNING 
STRATEGIES FOR 100 GAMES 
INCLUDING... 

Double Dragon II^, Ultima™, Jordan vs. Bird", MegaMan 2^ Cybernoid", Air 
Fortress", dier Mario Bros.®, Super Morio Bros. 2 and Шо of Zeldo®. It 


also covers hot new peripherals like the Game Boy" portable system, ond the U- 
Force™ and Power Glove" controllers. 


Available at your local computer book retailer, or order directly from Bantam Books. 


To order now, fill out the coupon below. Please add $4.00 for shipping and 
handling. 
34892-2 ULTIMATE UNAUTHORIZED NINTENDO® 

GAME STRATEGIES, $9.95 


QTY, — —x $995 = Seco 
* SHIPPING & HANDLING $ 4.00 
TOTAL PRICE $ 

NAME 

ADDRESS 

CITY STATE ZIP 


Send your order to: 
Bantam Books, Dept DR-39, 414 East Golf Road, Des Plaines, IL 60016 


MAIL-IN CERTIFICATE/OFFER EXPIRES 12-31-91 


SAVE % $10.00 / 3555 ozo tanes 


SEE OTHER SIDE FOR MAIL-IN DETAILS 


Gravis Joystick 
for Nintendo“ 


A Serious Joystick 
For Serious Players 


Slow Motion & Turbo-Fire 

Hi-Tech, See Thru Case Design 

Adustable Handle Tension 

3 Adjustable Fire Buttons 

LEDs Light Up With Button Action 

Padded Handle With Top Mounted Fire Button 


Built To Take On The Toughest Games And. 
Licensed by Nintendo 
* 1 Year ‘No-Nonsense’ W; 


* Any Fire Button Can Be Button A, B, Turbo A or 


been available des 


Sed = 
тош shipping& handling) expires Sept. 30, 1990. 
egular price: $49.95 + 5 шшр & кшш 


OFFICIAL MAIL-IN CERTIFICATE/OFFER EXPIRES 12-31-91 


TO RECEIVE YOUR REFUND YOU MUST PURCHASE ANY 
OF THE FOLLOWING CAPCOM GAMES: 


COMMANDO: SECTION Z GUNSMOKE BLACK TIGER 

GHOSTS NGOBLINS oat WINGS 1943 ILLOW. 

1942 TITAN WARRIOR. MICKEY MOUSECAPADE 
TROJAN BIONIC CON COMMANDO STREET FIGHTER 


(D CHECK ONE OF THE FOLLOWING: 

Please send my $10.00 refund, | have purchased six CAPCOM games, 
L— enclosed are my six CAPCOM UPCs. 

[] Please send my $5.00 refund, | have purchased four CAPCOM games, 
enclosed are my four CAPCOM UPCs. 


Please send my $2.50 refund, | have purchased two CAPCOM games, 
enclosed are my two CAPCOM UPCs. 
@ FILL IN YOUR NAME AND ADDRESS: Name 
Address City State Zip 


GAME PURCHASES INDICATED ABOVE 
@ MAIL THIS COMPLETED CERTIFICATE AND REQUIRED PROOFS TO: 
CAPCOM REFUND, PO. BOX 5162, TECATE, CA 92094 


This otter is limited 1o one refund per name, id or envelope. This certificate and required proots-of-purchase 
be mechanically reprodi 


submitter to substantiate proofs-of- 


Special Offer Coupon 

Mail in this coupon today for your Gravis Joystick for Nintendo at the special 
price of $39.95, including shipping & handling. Payable by check, money 
order, Visa or MasterCard. Mail orders to: 

Advanced Gravis Computer Technology Ltd. 

1602 Carolina St., #D12 

Bellingham, WA 98226 — attn. Nintendo Offer 

(604) 434-7274 

Washington residents add 7.8% sales tax 
Offer expires September 30, 1990 


Please allow 4 - 6 weeks for delivery. 
Nintendo® is a trademark of Nintendo of America, Inc. 


your refund. до not comply wit 
i purchase wi not be retuned. € OFFEREN EXPIRES 12.31.87 CAPCOM USA Inc has the igt lo reques further information 


(8) SEND APPROPRIATE UNIVERSAL PRODUCT CODES (UPCs) FOR CAPCOM 


| Sendme___ Gravis Joysticks for Nintendo® at $39.95 each (includes shipping.) | 
| Name 

| Address 

: City State Zip 

IL] Check [_] Money Order [_] visa Г] M/C (include exp. date) 
js or M/C No. Exp. 


GO HEAD-TO-HEAD, 
WIRELESS! 


With The Nintendo Double Player 
Wireless Head-To-Head System From Acclaim. 


Official 


• For 1 or 2 players • Twin Turbo Rapid-Fire 
• Slow Motion Mode • Accurate Up To 30 Feet 


Please put me on the Acclaim 
mailing list for a Free Newsletter 
ta $2.00 value). 


ADDRESS 


‹ ) 
PHONE AGE 


Mail this coupon to: 

Acclaim Newsletter P.O. Box 475 

Oyster Bay, N.Y. 11771-0475 

Acclaim™ Masters of the Game™ and Double Player™ 

are trademarks of Acclaim Entertainment, Inc. 
entertainment inc Nintendo? and Nintendo Entertainment System® 


тм are trademarks of Nintendo of America Inc. 
Masters of the Game ©1989 Acclaim Entertainment, Inc. 


FREE NINTENDO 
SPORT BOTTLE 


when you buy any one of these hot hits 
from Activision! 


Stealth ATF 
Item #AD-2174 
$44.95 


Ghostbusters 
Item #AD-2175 
$42.95 


Three Stooges 
Item #AD-2173 


160z Nintendo 
Sport Bottle 
Item #AD-85104 


ORDER TODAY! 


Call 1-800-227-6900 
Visa, MC, Amex and C.O.D.'s accepted. 


TO ORDER BY MAIL, send your check or 
money order plus $3.50 for shipping and handling to: 


Video Game Headquarters 
Activision Offer 
P.O. Box 8123 
San Francisco, CA 94128 


Please indicate the item number and quantity. CA 
residents add 6% sales tax. TX residents add 7.5% 
sales tax. U.S. orders only. 


Don't forget to include the item # for your FREE 
Nintendo Sport Bottle! 


FREE 
T-SHIRT! 


Look like a pro when you wear the 

shirt that features real wrestlers! It’s 

yours Free with proofs-of-purchase 

(UPC Bar Codes) from any two FCI 

game Available only from FCI! 
end the UPC Bar Codes from two 

FCI products along with your size, 

name, address, zip code, and $2 

postage and handling to: 

FCI T-SHIRT OFFER 

P.O. Box 669508 

Charlotte, NC 28266 

Adult sizes only: S, M, L, XL 

Allow 4 to 6 weeks for delivery. 

Offer good while supplies last. 


Look for 

WORLD CHAMPIONSHIP WRESTLING?" 
and all these great titles from FCI 
wherever you buy video games. 


NES Games: New for Game Boy: 
AD&D® “Heroes of the Lance" BOXXLE™ 
PHANTOM FIGHTER™ 

ULTIMA® “EXODUS” 

MAGMAX™ 

SEICROSS™ 

DR. CHAOS™ 

ТАНАС” 

LUNAR POOL™ 

HYDLIDE™ 


Dr. Chaos, Zanac Lunar Pool, Phantom Fighter and Boxe ae trademarks of Fujisankei 
Communications international Inc. Ultima s a registered trademark ol Richard Garriott. MagMax and 
Seicross are trademarks o Nihon Bussan Со. Lid. Hydlide is а trademark of T&Esolt. WCW and 
‘World Championship Wrestling are service marks (SM) of World Championship Wrestling, пс. 
ADVANCED DUNGEONS & DRAGONS, ADAD, DRAGONLANCE and the TSR logo ae trademarks 


Owned by TSR. Inc. and used under license from Strategic Simulations, inc. Nintendo, Game Boy and 
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A 
Strategy Guide For 


ADVENTURES OF 


9 
Is Now Available From 
HAL AMERICA 


The Strategy Guide (over 50 pages) contains one solution 
to each of the rooms in the Castle of the Labyrinth. 
Complete the attached coupon and return with $1.00 for 
postage and handling (Canadian residents include $1.50 


American) to: 
HAL AMERICA INC. 
7873 S.W. Cirrus Dr. 25-F 
Beaverton, OR 97005 


This is your mailing label; please type or print clearly. 


NAME 


ADDRESS 


CITY STATE ZIP 


FREE 


GAME CARTRIDGE 


For play on the 
Nintendo Entertainment System® 


CAPTAIN COMIC was Color Dream's first Nintendo® compatible 

release. With 8 different worlds packed in a 1 MEG cartridge, it 
was an instant classic that changed the video game industry forever. 
If you missed it the first time around now is your chance to get it for FREE! 


IT’S AS EASY AS 1-2-8 


1. Save the cash receipts from 5 different 
Color Dreams game purchases. Save the UPC 
marks from 5 different Color Dreams game box's. 


2 Enclose the 5 cash receipts and the 5 UPC 
^ marks in an envelope with this book coupon 
(please fill out completely) and a check or 
money order of $3.00 for shipping and send it to: 
Color Dreams — CAPTAIN COMIC offer 
2700 E. Imperial Hwy., Bldg. A 
Brea, CA 92621 


9. Receive the classic CAPTAIN COMIC for FREE! 


| Name 
Address 

City State Zip 
| Рһопе ( ) 
| 

| 

| 


This offer is void where prohibited by law, and is limited to one original coupon рег 
envelope, address or name. All proof of purchase items and book coupon must be 
original, no reproductions of any kind will be accepted. Color Dreams reserves the 
right to reject any request. If rejected, proof of purchase items will not be returned. 


CAPTAIN COMIC is designed by Color Dreams. It is not designed, manufactured, sponsored or endorsed by 
Nintendo. Nintendo and Nintendo Entertainment System are trademarks of Nintendo of America, Inc. 


ENTER THE YEAR 2015 ... 
TRIO: Rebels in the New World 


An exciting new futuristic series of books 


Matt Sampson...Mimla Caceras...David Hasgard. Three teenagers 
fighting for the life they once knew. Code Name: TRIO. 


After decades of international war and destruction, the United 

States has splintered into two battling territories. Trio must fight 
to protect the free and democratic Turtalia from conquest by the 
totalitarian Doradans -- and their evil dictator, Arthur Gladstone! 


Follow TRIO's exciting, action-packed adventures on all their 
daring missions. 


Avoilable in February: 

C] 28382-0 CROSSING ENEMY LINES $2.95/$3.50 
[1 28347-2 TRAITORS FROM WITHIN $2.95/$3.50 
Watch for four more TRIO books- you'll want to read all of them! 
Bontom Books, Dept.TO, 414 East Golf Rood, Des Plaines, IL 60016 


Please send me the items | have checked above. | om enclosin 
(please add $2.00 to cover postage and handing). Send фек 


Mr./Ms. 
Adkess 
City/State, 


$ 
or money order, no cash or С.0.0.5 please. 


Please allow four to six weeks for delivery. 
Prices and availability subject to change without notice 103/90 


More Ultimate Winning Strategies for 
the Nintendo Entertainment System! 


Volume 2 of Ultimate Unauthorized Nintendo* Game Strategies 
brings you 60 more hot games for the Nintendo Entertainment 
System” and the Nintendo Game Boy." 


In this book yov'll find: 


The first book-length reviews of the new Game Boy games 
including Super Mario Land," Tetris," Baseball," Alleyway," 
Tennis™ and Boxxle™! 


Full story lines and never-before-published tips, tricks and 
secrets on the hottest hits of 1990 including: 


DuckTales™ Baseball Stars™ 

HydLide™ Willow™ 

Ninja Gaiden™ Teenage Mutant Ninja Turtles" 
Dr. Chaos™ Paper Boy™ 

Top Players’ Tennis™ Abadox™ 


Baseball Simulator 1.000™ Апа many тоге! 


Learn how to build the ultimate Nintendo system with 
hook-ups to large monitors, hi-fi sound, VCRs and computers. 


AND THERE’S MORE TO LEARN! 

* Hints and passwords to bring you farther than ever before. 
* Secret weapons arid where to find them. 

* How to spot traps and avoid pitfalls. 


Corey Sandler wrote the popular PC Arcade column in 

PC Magazine, scores of magazine articles and 16 books on computer 
and business topics. Tom Badgett is the author of four computer 
books. Both have children who are Nintendo aces. 


= Check out Volume 1 of 
Ultimate Unauthorized 


Ооа Nintendo" Game Strategies 
ENDO! 3 


Nintendo® is a registered trademark of 
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